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randomly  selected  scenes.  Complimentary  5tar  Trek  lettering 
Features  favorite  characters  from  the  original  television  series. 
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Full-grain  leather  FEDERATION  cover 
with  ID  window,  picture  holders,  credit  card  slots, 
and  pen  holder. 
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STAR  TREK  WATCHES  ■ 
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Choose  from  three  styles. 


STAR  TREK  Tri-Calculation  Pad  —  this  calculator  fits  into 
checkbook  covers,  logs  and  balances  3  accounts,  converts 
currency,  has  a  clock  with  date  and  alarm  and  much  more! 
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i  To  ensure  correct  bank  codes  and  printing,  carefully  follow  instructions: 

|i  For  address  labels:  On  separate  sheet  of  paper,  clearly  print  name, 
address,  city,  state,  and  zip;  enclose  with  completed  order  form. 

For  YL01  —  2  lines  of  42  characters  max.  (including  letters,  numbers,  end  spaces). 
For  YL02 —  6  lines  of  25  characters  max.  (including  letters,  numbers,  and  spaces). 
J[  For  checks:  A.  Send  a  reorder  form  or  voided  check  from  your  existing 
Ij  check  supply.  Indicate  any  printing  changes.  No  photocopies  pleasel 
I  B.  Also  send  a  deposit  slip  from  your  existing  check  supply. 

1 1.  Complete  and  include  this  order  form  (or  a  copy  of  this  form), 
i  2.  Enclose  a  check  payable  to  The  Anthony  Grandio  Company. 
it  3.  Mail  to:  The  Anthony  Grandio  Company,  P.O.  Box  23098 
|i  Jacksonville,  FL  32241-3098 

1  "Allow  4  weeks  from  receipt  of  order  for  regular  delivery,  2-2  1/2  weeks 
1  for  fast  mail.  Checks  will  be  mailed  to  the  address  printed  on  your  checks. 
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STAR  TREK:  VOYAGER  Limited  Edition ™  —  2  scenes. 
Special  photon-illuminating  message  and  ship  lights 
appear  when  viewed  with  blachlight. 
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STAR  TREK:  THE  NEXT  GENERATION™  -  8  scenes 
and  matching  cover  with  first  order. 
Complimentary  Star  Trek  lettering. 
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STAR  TREK  ADDRESS  LABELS  -  4  scenes,  144  full-color  self-adhesive 
labels  with  rich,  colorful  borders.  Choose  from  two  styles. 


UNITED  FEDERATION  OF  PLANETS  (UFP)  —  /  scene; 
foil-stamped  features;  Trek  type  font; 
matching  cover  with  first  order. 


STAR  TREK:  THE  SHIPS  OF  STARFLEET  COMMAND  —  8  scenes 
and  matching  cover  with  every  order  (Insignia  and 
series  title  gold-foil  stamped  on  each  check.) 
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For  editorial  inquiries  please  write  to: 

STAR  TREK:  The  Magazine,  419  N.  Larchmont  Blvd. 
Ste.  7,  Los  Angeles,  CA  90004 

STAR  TREK:  The  Magazine  (ISSN  1523-9195)  is 
published  monthly  at  the  rate  of  $83.85  per  year  by 
Fabbri  Publishing  (US),  120  East  Avenue,  Norwalk,  CT 
06851.  Periodical  postage  paid  at  Norwalk,  CT  and 
additional  mailing  offices.  Postmaster:  send  address 
changes  to  STAR  TREK:  The  Magazine,  PO  Box  5033, 
Westport,  CT  06881 

To  place  advertising,  contact  the  nearest  office  of: 
The  James  G.  Elliott  Co.,  626  Wilshire  Blvd.,  Ste  500, 
Los  Angeles,  CA  90017;  tel.  213-624-0900  ext  1219, 
fax  213-624-0997 

Special  thanks  to  Rick  Berman,  Rob  Bonchune, 
Thomas  Burman,  David  Carson,  Don  L.  Cash,  Eric 
Chauvin,  Dan  Curry,  Michael  Dorn,  John  Eaves,  Lolita 
Fatjo,  Monica  Fedrick,  Bill  George,  Marty  Flornstein, 
Michael  Klastorin,  John  Logan,  Dina  Meyer,  Fred 
Pienkos,  Nilo  Rodis,  Ivan  Stewart,  Mitch  Suskin, 
Michael  Westmore;  Foundation  Imaging,  Eden  FX,  CIS, 
Illusion  Arts;  Rachel  Fox  and  Caroline  Gayle  of  Media 
Relations,  Paramount  Pictures;  Tim  Gaskill;  John  Van 
Citters  and  Viacom  Consumer  Products 

CREDITS 

Created  by  Midsummer  Books  Ltd 

Publisher:  Peter  Edwards 

Managing  Editor:  Trisha  Palmer 

Editor:  Ben  Robinson 

Briefings  Editor:  Marcus  Riley 

Production  Editor:  Loriann  Luckings 

Project  Coordinator:  Penny  Smartt-Juday 

Artwork  Director:  Rob  Garrard 

Assistant  Editor:  Anthony  Weaver 

Designer:  Graham  Miller 

Artists:  Rob  Garrard,  Tim  Earls,  Ian  Fullwood, 

Peter  Harper,  Graham  Miller,  Stuart  Wagland, 
Adam  Willis 

Writers:  Robert  Justman,  Bradley  M.  Look, 

Trisha  Palmer,  Marcus  Riley,  Ben  Robinson, 

Rick  Sternbach, 

Color  reproduction  by:  Modern  Litho,  London 
Printed  and  bound  by:  Quebecor  World  Color, 
Lebanon,  Ohio,  USA 


/S’ 


u 


rizur ttu 


Editors'  Letter 


As  this  issue  hits  the  stands,  it’s  only  a  matter  of 
weeks  until  STAR  TREK  NEMESIS  arrives  in  movie 
theaters  around  the  country.  There’s  every  reason 
to  believe  it  will  be  one  of  the  best  STAR  TREK 
movies  yet;  the  entire  STAR  TREK:  THE  NEXT 
GENERATION  cast  are  back;  it’s  a  full-blooded 
action-adventure  movie;  and  it  has  been  written 
by  Oscar-nominated  screenwriter  John  Logan. 

This  month,  we’re  giving  you  a  few  hints  of 
what’s  to  come.  Producer  Rick  Berman  promises 
that  it  will  be  a  breathtaking  film,  with  a  villain 
who  is  every  bit  the  equal  of  the  Borg  Queen  or 
Khan  Noonien  Singh.  He  also  praises  the 
movie’s  writer  John  Logan,  who,  he  says,  has  an 
encyclopedic  knowledge  of  STAR  TREK. 

In  a  separate  interview,  John  Logan  discusses  his  attitude  to  the  franchise,  his 
hopes  for  the  movie,  and  his  desire  to  see  the  characters  move  on  with  their  lives.  The 
beautiful  Dina  Meyer  talks  about  her  role  as  the  Romulan,  Commander  Donatra,  who 
has  a  major  part  to  play  in  the  drama.  And  we  found  out  exactly  how  the  art  depart¬ 
ment  turned  21st-century  trucks  into  Starfleet  and  alien  all-terrain  vehicles. 

We  also  caught  up  with  Michael  Dorn,  who  took  the  time  to  look  at  the  many  years 
he  has  spent  playing  the  Klingon  Worf.  Lie  talks  about  Worf’s  inner  conflict  with  his 
heritage  versus  his  Starfleet  position,  remembers  how  hard  it  was  to  live  with  the 
makeup,  and  looks  forward  to  future  projects,  one  of  which  he’s  produced  as  a  pilot 
and  costars  Marina  Sirtis. 

We  haven’t  forgotten  about  ENTERPRISE,  and  this  month  we  are  concluding  our 
look  at  the  first  season’s  visual  effects  (something  we  started  back  in  the  November 
issue).  This  time,  we’ve  talked  to  VFX  supervisor  Mitch  Suskin  and  his  team  at 
Foundation  Imaging. 

We  also  have  several  articles  that  were  left  over  from  last  issue,  which  was  devoted 
to  the  simultaneous  release  of  STAR  TREK  III:  THE  SE4RCH  FOR  SPOCK  and  TNG’s 
fifth  season  on  DVD.  In  his  occasional  makeup  column,  Bradley  M.  Look  provides  the 
inside  story  on  the  STAR  TREK  III  makeup.  ILM’s  Nilo  Rodis,  David  Carson,  and 
Bill  George  reveal  how  they  worked  together  to  design  the  U.S.S.  Excelsior,  and 
Michael  Westmore  turns  his  attention  to  the  extraordinary  makeups  he  designed 
for  TNG’s  fifth  year. 

If  that  isn’t  enough  for  you,  Rick  Sternbach  and  Tim  Earls  have  returned  to  provide 
another  entry  from  the  Starfleet  Technical  Database,  this  time  covering  Captain 
Picard’s  first  command  -  the  U.S.S.  Stargazer  NCC-2590.  And  legendary  STAR  TREK 
producer  Bob  Justman  has  shared  his  memories  of  working  with  Janos  Prohaska,  who 
played  a  vital  role  in  creating  the  Horta. 

This  month’s  briefings  feature  a  comparison  sheet  showing  every  Federation  vessel 
we  know  about  from  the  period  2161  to  2377,  a  biographical  portrait  of  the  great 
Klingon  warrior  Kor,  a  rundown  on  the  22nd-century  Klingon  Raptor,  and,  finally,  a 
guide  to  decks  1  to  20  of  the  U.S.S.  Enterprise  NCC- 1701  -D.  The  remaining  22  decks  will 
be  covered  in  the  next  issue,  when  we’ll  have  a  whole  host  of  STAR  TREK  NEMESIS 
features,  including  interviews  with  Brent  Spiner  and  Tom  Hardy,  who  plays  Picard’s  evil 
clone. 
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Michael  Dorn 

When  Michael  Dorn  joined  the  cast  of  STAR  TREK:  THE  NEXT  GENERATION, 
he  was  a  longtime  STAR  TREK  fan.  His  sensitive  handling  of  Worf  has  seen  the 
character  move  through  conflict  with  his  Klingon  background  to  romance,  father¬ 
hood,  and  a  marriage  that  was  followed  by  tragedy.  He  joins  his  colleagues  for 
TNGS  fourth  movie,  STAR  TREK  NEMESIS,  and  continues  to  be  busy  outside  the 
franchise,  having  most  recently  written  and  produced  a  pilot  for  a  comedy  show 
and  been  seen  on  the  big  screen  in  ‘Santa  Clause  2.’ 


Rick  Berman 

Rick  Berman  has  been  with  STAR  TREK  since  it  was  reborn  in  1 987,  when  he  went  to  work  on 
STAR  TREK:  THE  NEXT  GENERATION  with  Gene  Roddenberry  and  Robert  Justman.  He  went  on  to 
co-create  STAR  TREK:  DEEP  SPACE  NINE.  STAR  TREK:  VOYAGER,  and  ENTERPRISE,  and  he  has 
produced  the  last  four  STAR  TREK  movies.  The  latest,  STAR  TREK  NEMESIS,  is  released  in  December, 
and  Rick  promises  that  everyone  will  be  blown  away  by  the  result. 

Dina  Meyer 

Actress  Dina  Meyer  is  no  stranger  to  science  fiction  she  made  her  movie 
debut  in  ‘Johnny  Mnemonic’  before  going  on  to  appear  in  ‘Starship 
Troopers’  and  winning  the  role  of  the  Romulan  commander  Donatra  in 
STAR  TREK  NEMESIS.  The  beautiful  New  Yorker  is  also  a  familiar  face 
on  television;  she  has  guested  on  ‘Friends,’  ‘Ally  McBeal,’  and  ‘Six  Feet 
Under.’  She  is  now  one  of  the  stars  of  ‘Birds  of  Prey,’  in  which  she  plays 
Barbara  Gordon,  aka  Batgirl. 


John  Logan 

STAR  TREK  NEMESISS  screenwriter  John  Logan  is  one  of  the  hottest  talents 
in  Hollywood.  He  co-wrote  ‘Any  Given  Sunday’  with  Oliver  Stone,  and  was 
nominated  for  an  Oscar  for  his  work  on  ‘Gladiator.’  He  then  wrote  ‘The  Time 
Machine,’  NEMESIS,  and  ‘The  Last  Samurai’  (for  Tom  Cruise)  before  signing 
a  deal  with  Dreamworks  SKG  that  will  see  him  write  movies  about  Abraham 
Lincoln  and  World  War  II. 


Mitch  Suskin  and  Team 

Mitch  Suskin  is  one  of  ENTERPRISES  two  VFX  supervisors.  During  the  first  season  he  did  most  of  his 
work  with  Foundation  Imaging,  where  the  team  included  Rob  Bonchune,  John  Teska,  Pierre  Drolet,  and 
Dave  Morton.  They  all  worked  under  the  supervision  of  Dan  Curry  and  Peter  Lauritson. 


Michael  Westmore  Rick  Sternbach  &  Tim  Earls 


STAR  TREKS  makeup  supremo  has 
been  nominated  for  an  Emmy  every 
year  since  1991. 


Rick  Sternbach  and  Tim  Earls  are  both  veterans  of  the 
STAR  TREK  art  department,  and  experts  on  the  science 
and  technology  of  the  24th  century. 


John  Eaves  Bradley  M.  Look  Robert  Justman 


John  Eaves  was  respon¬ 
sible  for  designing  most 
of  the  vehicles  in  STAR 
TREKNEMESIS, 
including  the  Starlleet 
and  Kolaran  jeeps. 


ENTERPRISE  makeup  artist  and 
historian  Bradley  M.  Look  is  one 
of  the  co-authors  ‘STAR  TREK 
Aliens  and  Artifacts,’  and  writes 
an  occasional  makeup  column 
for  the  magazine. 


This  mondi,  legendary  STAR 
TREK 'producer  Robert  Justman 
shares  his  memories  of  one  of 
the  original  series’  unsung  heroes 
Janos  Prohaska,  who  brought 
the  Horta  to  life. 
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New  streamlined 
interface  for  easier 
control  and  ■ 
broader  appeal. 


Customize  your  ship's 
shields  and  weapons. 
Recruit  crew  members 
to  join  your  fleet. 


Large-scale',  real-time 
ship-to-ship  .combat. 


Easier  tactical  maneuvering 
and  ship  management. 


Visit"  st-sfc3.Com  for  more  information 
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Michael  Dorn  tells  us  what  he’s  been  up 
to  recently,  and  looks  back  on  playing  his 
Klingon  alter  ego,  Worf. 


6  News  Review 

Check  out  the  latest  headlines. 

8  Listings 

This  month’s  STAR  772TA  merchandise. 

10  Christmas  Listings 

A  look  back  at  some  of  the  best  STAR  TREK 
merchandise  of  the  year,  and  one  or  two 
special  Christmas  offerings. 

14  Michael  Dorn 

In  an  exclusive  interview,  Michael  Dorn 
talks  about  Worf,  from  the  early  days  of 

STAR  TREK:  THE  NEXT  GENERATION 
through  to  STAR  TREK  NEMESIS. 

22  Rick  Berman 

Executive  producer  Rick  Berman  looks 
ahead  to  the  new  movie,  and  says  it’s  the 
best  he’s  worked  on  so  far. 

26  Dina  Meyer 

Actress  Dina  Meyer  discusses  her  role  as  the 
Romulan  Donatra  in  STAR  TREK  NEMESIS. 

28  John  Logan 

Acclaimed  screenwriter  John  Logan  talks 
about  his  work  on  STAR  TREK  NEMESIS. 
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Federation 
Vessels: 
21 G1 -2377 


pages  32-41 


We  take  a  look  at  the  history  of  Federa¬ 
tion  vessels,  from  the  Daedalus  class  to 
the  latest  designs. 


•  Introduction  to  Federation 
Vessels 

How  the  design  of  Federation  vessels 
has  evolved  over  the  years. 

•  Federation  Starships  Size 
Comparison 

Find  out  how  Federation  ships 
measure  up  against  one  another. 


•  Federation  Vessels:  2161-2377 

A  huge  double-spread  pull-out  of 
every  major  class  of  Federation  ship. 


The  U.S.S.  DEFIANT  NX-74205  marked  a 
major  departure  in  Starfleet  ship  design. 


The  shot  of  Silik  jumping  from  ENTERPRISE 
is  just  one  of  the  visual  effects  discussed 
by  Mitch  Suskin  and  his  team. 

42  ENTERPRISE  Visual  Effects: 

Mitch  Suskin  and  Team 

VFX  supervisor  Mitch  Suskin  takes  us 
through  the  effects  he  and  his  team  created 
during  the  first  season  of  ENTERPRISE. 

50  Season  Five  Makeup 

STAR  'TREK makeup  supremo  Michael 
Westmore  looks  back  on  some  of  the  alien 
looks  that  were  created  during  Season  Five 
of  STAR  TREK:  THE  NEXT  GENERATION. 


56  The  Aliens  of  STAR  TREK  III 

In  his  semi-regular  column  looking  at 
S' PAR  TREK  makeups,  Bradley  M.  Look 
examines  the  work  that  was  done  on  STAR 
TREK  III:  THE  SEARCH  FOR  SPOOK. 


Briefing  2 

Kon 

pages  60-65 


An  in-depth  profile  of  the  Klingon 
warrior  and  Dahar  Master. 

•  Kor 


66 


Designing  the 
U.S.S,  EXCELSIOR 

The  creators  of  the  U.S.S.  Excelsior  talk  us 
through  the  ideas  behind  this  classic  design. 

71  From  the  Wormhole 

Robert  H.  Justman  pays  tribute  to  Janos 
Prohaska,  the  man  who  wore  many  of 
the  alien  costumes  in  the  original  series. 


Design  company  Art  Asylum  have  produced 
some  highly-detailed  STAR  TREK  figures , 
inspired  by  STAR  TREK  NEMESIS. 

82  The  Toy  Frontier 

We  talked  to  the  people  at  Art  Asylum  about 
their  exciting  new  range  of  STAR  I REK  toys 
and  action  figures. 

98  Starfleet  Technical  Database 

STAR  TREK 'technology  expert  Rick 
Sternbach  provides  new  and  detailed 
information  about  Captain  Picard’s 
former  ship,  the  U.S.S.  Stargazer  JSCC-2 893. 


Our  deck-by-deck  guide  to  the  U.S.S. 
ENTERPRISE  NCC-1701-D  starts  at 
the  top  of  the  ship  with  the  main  bridge. 

•  Deck  1  to  Deck  20 

We  bring  you  the  first  half  of  our 
guide  to  every  deck  of  the  Enterprise. 
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II.S.8.  ENTERPRISE 
NCC-1701-D: 
Deck  by  Deck 

pages  86-97 


We  take  a  close  look  at  the  Klingon 
RAPTOR-class  scout  ship  that  Starfleet 
first  encountered  in  2151. 


•  RAPTOR-class  Scout  Vessel: 
Introduction 


The  RAPTOR  class 
was  a  small  but 
powerfully  built 
Klingon  scout  ship. 


102  STAR  TREK  NEMESIS 

24th  Century  Wheels 

We  caught  up  with  concept  artist  John  Eaves 
to  ask  him  about  l he  futuristic  vehicles  he 
designed  for  one  of  STAR  TREK  NEMESIS’ s 
most  spectacular  action  sequences. 


The  observation  lounge  was  one  of  the 
main  features  on  deck  1. 


RAPTOR-class  Scout  Vessel: 
CG  Views 


John  Eaves  discusses  his  design  for  the 
‘jeeps’  that  appear  in  STAR  TREK  NEMESIS. 


110  Readers’  Pages 

Your  letters  and  queries. 


112  Labels  for  Chateau  Picard 

The  creation  of  Captain  Picard’s  wine  label. 


STAR  TREK  NEMESIS 

STAR  TREK  NEMESIS  will  open  in  theaters 
on  December  13,  following  star  premieres 
in  New  York  and  Los  Angeles.  The  final  cut 
of  the  movie  was  completed  in  October;  it 
comes  in  at  just  under  two  hours,  and 
everyone  who  has  seen  it  is  delighted. 
Patrick  Stewart  has  urged  fans  to  see 
NEMESIS  on  the  opening  weekend  to  show 
the  world  that  the  fans  love  STAR  TREK  as 
much  as  movies  such  as  ‘The  Lord  of  the 
Rings’  and  ‘Harry  Potter.’ 

STAR  TREK  NEMESIS,  featuring  the  TNG  cast 
including  Patrick  Stewart  as  Captain  Picard, 
arrives  in  theaters  on  December  13. 


Chocolate 

stars 

On  Sunday  October 
20, thousands  of 
festival-goers 
watched  as  five 
sculptors  carved 
STAR  TREK  charac¬ 
ters  out  of  solid 
blocks  of  chocolate 
as  part  of  the  annual 
Eurochocolate  festival 
in  Perugia,  Italy. 


Gene  Roddenberry  Day 

This  year  the  city  of  El  Paso,  Texas,  named 
October  4  ‘Gene  Roddenberry  Day’  in  honor  of 
one  of  its  most  famous  sons.  STAR  TREK  actors 
Michael  Dorn,  Marina  Sirtis,  Robert  Picardo,  and 
Ethan  Phillips  were  in  town  for  the  occasion  (at  a 
Slanted  Fedora  convention).  They  joined  Gene’s 
son,  Eugene  Roddenberry,  Jr.,  at  a  ceremony  to 
formally  dedicate  a  planetarium  that  was  named 
in  honor  of  his  father. 


A  planetarium  in  El  Paso,  Texas,  has  been  named  after 
one  of  its  most  famous  sons,  Gene  Roddenberry. 


Dance  of  the  Vampires 

Rene  Auberjonois  is  treading  the  boards  on 
Broadway  this  month  in  the  new  musical 
‘Dance  of  the  Vampires,’  which  opened  on 
November  21.  The  play  is  a  musical  version 
of  the  Roman  Polanski  movie  of  the  same 
name,  which  was  originally  released  in  1967. 
Rene  is  playing  the  part  of  Professor 
Abronsius,  a  fearless  vampire  hunter  who  tries 
to  stop  Count  Von  Krolock  (played  by  Michael 
Crawford)  from  marrying  his  bride  and 
taking  control  of  the  world.  The  play  is 
being  staged  at  New  York’s  Minskoff  Theatre, 
and  you  can  find  more  information  online  at 
www.danceofthevampires.com 


News  in  Drief 


•  Roxann  Dawson 
has  been  cast  in  the 
pilot  for  a  sitcom 
that  may  appear  on 
NBC  next  year. 

•  Alfre  Woodard 
(STAR  TREK:  FIRST 
CONTACTS  Lily 
Sloane)  has  been 
cast  alongside 
Debra  Winger,  Cuba 
Gooding,  Jr.  and  Ed 
Harris  in  the  forth¬ 
coming  movie 
'Radio,’  for  Revolu¬ 
tion  Studios. 


Keene  Curtis  R.I.P. 


The  actor  Keene  Curtis,  who  played  one  of  the 
three  Nechani  ‘council  members’  in  ‘Sacred 
Ground,’  died  on 
age  of  79. 

Keene  Curtis, 
who  appeared  in 
the  STAR  TREK: 

VOYAGER 
episode  ‘Sacred 
Ground,’  passed 
away  on 
October  13. 


Sunday  October  13  at  the 
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Season  Six  and 
Season  Seven  of 
STAR  TREK: 

THE  NEXT 
GENERATION 
will  become 
available  on 
DVD  this  month. 


Continuing  the  release 
of  STAR  TREK:  THE 
NEXT  GENERATION 
on  DVD,  Season  Six 
and  Season  Seven  are 
to  be  released  this 
December.  Season  Six 
is  set  to  be  available 
from  December  3,  while 
Season  Seven  is  out 
from  December  31. 

Both  come  packed 
with  features  from  the 
respective  seasons. 


Coming  Soon  -  Art  Asylum 

Art  Asylum  are  preparing  to  release  the  ‘Borg  Assimilation’ 
series  between  the  end  of  December  and  the  beginning  of  the 
New  Year.  The  range  includes  members  of  races  assimilated 
by  the  Borg  that  may 
not  have  been  seen 
on  screen.  The  art 
department  were 
given  a  degree  of 
freedom  to  come  up 
with  their  own  ideas 
about  what  other 
races  would  look  like 
assimilated,  and  the 
end  results  are  soon 
to  hit  the  shelves. 

For  more  information, 
see  our  article  on 
page  82  and  visit 
www.artasylum.com 

Art  Asylum’s  new 
series,  entitled  ‘Borg 
Assimilation,’  features 
articulated  action  figures 
from  various  assimilated 
STAR  TREK  races. 


Books  -  December 


STAR  TREK:  The  Brave 
and  the  Bold,  Book  One 

Keith  R.A.  DeCandido 
Pocket  Books,  paperback 
ISBN:  0-7434-1922-7 
$6.99 


STAR  TREK:  The  Brave 
and  the  Bold,  Book  Two 

Keith  R.A.  DeCandido 
Pocket  Books,  paperback 
ISBN:  0-7434-1923-5 
$6.99 


Coming  Soon  - 


Activision 


Activision  are  set  to  release  the 
next  chapter  in  their  Starfleet 
Command  series  this  month. 
‘Starfleet  Command  III’  will 
build  on  the  success  of  its 
predecessors  with  an  improved 
and  streamlined  control 
system,  while  maintaining  all 
the  aspects  which  made  the 
originals  so  compelling.  This 
installment  of  the  game  also 
allows  players  to  customize 
their  own  vessels,  and  boasts 
an  impressive  array  of  missions 
to  keep  even  the  most 
dedicated  gameplayer  enter¬ 
tained.  Expect  a  release 
some  time  early  in  December. 

‘Starfleet  Command  III’  places 
the  player  at  the  helm  of  a  Starfleet 
vessel  on  several  missions 
throughout  the  STAR  TREK 
universe. 


8 


Interface  Module 


Utilizing  slate  of  the  art  speech  recognition  gives  the 


user  the  highest  performance  available . 


Photon  sensors  automatically  engage  auxiliary 
lighting  when  it  senses  low  light  levels  in  the  room 
Ideal  for  use  as  a  night  light. 


/  Feel  as  if  you're  on  the  Bridge  of  the  enterprise  and 
in  command.  Actual  voice  of  the  Enterprise 
computer. 


Authentic  sound  effects. 


Interactive  speech  synthesis  guides  you  through  its 
user  friendly  programming  menus.  ,  .  ' . 


.Model  No.  21014 


The  voice  INTCRFACe  MODUte 

is  a  Voice  Controlled  Dimmer  that  works 
by  accepting  voice  commands. 

For  example,  the  user  gives  the  command 
"Computer*  "Lights  at  25%  "  and  the  lights 
will  turn  on  at  a  low  intensity 
Give  the  command  "Computer* 
"Disengage  Lights"  and  the  lights  will  turn 
off.  Simply  plug  the  VOICE 
INTERFACE  MODULE  into  a  standard 
wall  outlet,  plug  a  lamp  into  the  unit  and 
it's  ready  to  accept  your  commands. 
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Phone  (858)  679-8929 
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There  are  only  a  few  shopping  days  to  go  before  Christmas,  but  don’t 
worry  if  you  haven’t  found  the  ultimate  STAR  TREK  present;  here 
are  some  ideas  for  gifts  to  fill  stockings  and  place  beneath  the  tree. 


There  have  been  some  significant  DVD  releases  this  year;  the  first 
seven  seasons  of  STAR  TREK:  THE  NEXT  GENERATION 
are  now  available  in  special  DVD  collector’s  packs. 


Activision  have  released 
several  games  this  year. 
Among  the  best  were  the 
next  installments  of  the 
‘Armada’  real-time  strategy 
series  ‘STAR 
TREK  Armada  If 
;«■  and  ‘Bridge 
Commander.’ 

Watch  °ut  f°r 

'•>  ^  m  release  of 

W|  ‘Starfleet 
Command  III 
SB  and  'Elite 
WlA  Force  II.’ 


Dennis  McCarthy’s 
soundtrack  for  ENTER¬ 
PRISE  is  available  on  CD 
and  is  an  ideal  stocking- 
stuffer.  Also  soon  to  be 
available  is  the  eagerly 
awaited  STAR  TREK 
NEMESIS  soundtrack, 
which  is  composed  by 
Jerry  Goldsmith.  Even  the 
musicians  working 
on  the  project  gave 
Goldsmith  several 
ovations  during  the 
recording  sessions,  so 
it’s  set  to  be  a  classic. 
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This  year  also  saw  the  release  on  DVD  of  the  special  collector’s 
editions  of  STAR  TREK  II:  THE  WRATH  OF  KHAN  and  STAR  TREK 
III:  THE  SEARCH  FOR  SPOCK,  each  of  which  is  loaded  with 
features  and  goodies  to  provide  hours  of  entertainment  and  insight 
into  the  production  of  the  films. 
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Hallmark  ornaments 


Hallmark  have  added  to  their  STAR  TREK 
Christmas  range  with  an  illuminated  Delta  Flyer 
and  an  EMH  Christmas  decoration. 

A  pewter  model  of  Enterprise  NX-01  is  also 
being  released,  which,  when  powered  by 
a  1.5  volt  battery,  utters  these  familiar 
words:  “Prepare  to  break  orbit  ... 
and  lay  in  a  course  ...  take  her  out, 

Mr.  Mayweather ...  straight  and  steady.” 
The  Pewter  Enterprise  should  retail 
for  around  $24,  as  will  the  Delta  Flyer; 
the  EMH  is  available  for  around 


$14.95. 


Calendars 

Numerous  STAR  TREK  calendars 


are  available  this  year;  ‘STAR  TREK 
Captains’  features  12  celebrated 
Starfleet  captains,  and  ‘STAR  TREK 
Ships  of  the  Line’  includes  vessels 
from  the  five  series  and  two  of  the 
movies.  An  ENTERPRISE  calendar 
is  also  available.  All  wall  calendars 
come  in  a  12  x  12  inch  format.  A 
daily  pulloff  calendar  is  also 
available,  with  365  images  and 
quotes  from  36  years  of  STAR  TREK. 


Books 


Two  books  to  increase  your  knowledge 
of  the  STAR  TREK  Universe  became 
available  this  year.  ‘Star  Charts: 

The  Complete  Atlas  of  STAR  TREK  is 
a  comprehensive  guide  to  Federation- 
explored  space,  and  David  Mack’s 

‘Survival  Guide’  is 
essential  reading  for 
potential  away  team 
personnel.  Several 
novelizations  from 
ENTERPRISE  are 
also  available, 
including 
‘ENTERPRISE: 
What  Price 
Honor?’  by 
Dave  Stern. 


Art  Asylum  Toys 

This  year  has  been  an  exciting  one 
for  Art  Asylum.  After  securing  the 
STAR  TREK  toy  franchise,  they  have 
been  busy  releasing  seven-inch 
collectables  from  ENTERPRISE, 

STAR  TREK  NEMESIS,  and  the  quirky 
‘Minimates’  collection.  A  phase  pistol, 
communicator,  and  Enterprise  NX-01 
are  also  available  from  the  ENTERPRISE 
series.  Also,  watch  out  for  the  imminent 
release  of  the  ‘Borg  Assimilation’ 
figures,  and  watch  this  space  for  future 
exciting  releases.  For  more  informa¬ 
tion,  see  our  article  on  page  82. 
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There  has  never  been  a  magazine  like  STAR  TREK:  The  Magazine 
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There’s 
only  one  way 
to  be  sure  of 
getting  your  copy  of 
STAR  TREK:  The 
Magazine,  month  after 
month.  Enroll  as  a  Charter 
Subscriber  today  and  each  new  issue 
will  be  rushed  to  you  hot  off  the 
presses,  specially  packed  in  a  custom  carton 
to  ensure  it  reaches  you  in  perfect  condition. 

What’s  more,  a  FREE  issue  of  STAR  TREK:  The  Magazine 
will  be  added  to  your  subscription  and  you’ll  also  receive 
the  magazine’s  official  T-Shirt,  absolutely  FREE!!! 


Enjoy  great  savings  and  peace  of  mind 

Your  satisfaction  is  guaranteed.  Not  only  will  you  enjoy  great  savings  and  the  FREE  gifts 
described,  as  a  Charter  Subscriber  you  can  cancel  at  any  time  and  receive  a  full  refund 
for  all  unmailed  issues  ...  no  questions  asked.  And,  if  you’re  not  delighted  with  any  is: 
you  receive  from  us,  just  return  it  within  15  days  of  receipt  for  refund  or  replacement. 


Every  oversized  issue  is  packed  with  information 
Lavishly  printed  in  full  color  throughout 

Every  issue  comes  with  at  least  one 
massive  foldout 

Specially  commissioned  artwork 
Vast  array  of  pictures  from  Paramount's 
own  library 

Fascinating  interviews  with  the  stars 
Shinning  computer-generated  images  straight 
from  the  visual  effects  houses 
Exciting  information  from  the  insiders 


Keep  your  copies  of  S1AR  TREK:  The  Magazine  in  mint  condition 
with  these  magnificent  custom-made  DeLuxe  Slipcases 


^  "  ,v~  j  -  "At  Sold  in  pairs,  each  DeLuxe  Slipcase  holds  a  full  1 2  copies  of  STAR 

—  TREK:  The  Magazine  (that's  24  In  all) ...  and  keeps  your  issues  safely 
^7* '  1%  together  for  ease  of  reference.  Don't  risk  losing  a  single  issue  from 

your  great  collection! 

y  A,Ss°fr  X  Order  your  first  two  DeLuxe  Slipcases  now  for  just  $1 9.95  (Cdn  $30) 
/  /shiest  to  display  the  first  24  issues  of  STAR  TREK:  The  Magazine.  These  sturdy 
slipcases  are  tremendous  value  and  come  gold-blocked  in  a  rich  black 
&L  'S'/  finish.  They  will  make  a  handsome  addition  to  your  STAR  TREK  library. 

iOTi' 7  Snld  in  pairs.  Treat  as  one  item  for  ship.  &  hdlg.  purposes.  Canadian  readers  please  be  sure  to  add 

s&y  GST  to  the  price  +  ship,  ft  hdlg. 
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Call  now  toll 


free  1*877-612-7989 
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STAR  TREK:  The  Magazine  order  form 


★  Charter  Subscriptions  (including  a  FREE  Issue  and  FREE  T-shirt)  *  Back  Issues  *  Slipcases  !!!  ★ 


□  YES.  Please  enroll  me  for  a  one-year  subscription  (12  issues)  for  $83.85  (Cdn  $139.50  +GST  ).  For  becoming  a  Charter  Subscriber  to  STAR  TREK:  The  Magazine  I  will  also 
receive  an  additional  issue  FREE  (making  13  issues  in  all)  plus  a  FREE  T-shirt. 

□  i  enclose  my  check/money  order  for  $27.95  (Cdn  $46.50  +GST)  now.  Please  bill  me  the  balance  and  I  will  pay  it  in  two  equal  installments  of  $27.95  (Cdn  $46.50  )  each  at 
four-month  intervals. 

□  Please  charge  my  credit  card  $27.95  (Cdn  $46.50)  now  and  automatically  charge  the  balance  in  two  equal  installments  of  $27.95 
(Cdn  $46.50)  each  at  four-month  intervals. 

□  YES.  Please  enroll  me  for  a  10-issue  subscription  for  $69.75  (Cdn  $115  +  GST).  For  becoming  a  Charter  Subscriber  I  will  also 
receive  a  FREE  issue  (making  1 1  issues  in  all)  plus  a  FREE  T-shirt. 

□  I  enclose  my  check/money  order  in  full  payment. 

□  Please  charge  my  credit  card  in  full. 

T-shirt  size  required:  □  L  QXL  □  XXL 

Shipping  and  handling  is  included  in  subscription  prices 
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"I  think  the  Klingons  are 
the  most  fun  aliens" 

During  a  busy  year,  Michael  Dorn  took  time  out  to  discuss  Wort,  STAR  TREK: 

THE  NEXT  GENERATION  and  the  new  movie,  and  his  own  projects  -  which  have  recently 
included  a  comedy  pilot  costarring  a  close  STAR  TREK  colleague. 


ichael  Dorn  was  back  on  the  Paramount 
lot  this  year,  not  only  to  star  in  STAR 
TREK  NEMESIS  but  also  to  direct  the 
penultimate  episode  of  the  first  season 
of  ENTERPRISE,  Two  Days  and  Two 
Nights.’  Michael  was  no  stranger  to  the  director’s 
chair,  having  helmed  three  episodes  of  STAR  TREK: 
DEEP  SPACE  NINE.  So,  what  had  brought  him  to 
the  helm  of  STAR  TREK’S  latest  offspring?  “I’d  been 
trying  for  a  couple  of  years  to  get  a  slot,  and  because 
of  the  movie  contract  we  negotiated  that  as  part 
of  the  deal!”  he  says.  “I  was  interested  in  doing 
VOTAGER  and  it  just  never  came  about,  so  when  we 
were  negotiating  for  the  movie  they  said,  ‘What  do  you 
want?!’  and  I  said,  ‘Well,  this  would  be  interesting  ...’ 
And,  of  course,  they  yelled  and  screamed.” 

Familiar  surroundings 

The  show  was  a  visually  interesting  one,  with 
stunning  Risa  sets  and  a  colorful  mix  of  people  and 
costumes.  “I  had  a  bunch  of  mild  aliens  -  Risans  and 
things  like  that  -  but  the  crew,  the  camera  operators, 
and  all  the  grips  and  everyone,  they  were  people  that 
I  worked  with  on  THE  NEXT  GENERATION,  and  I’ve 
known  them  for  15  years,  so  that  was  wonderful.  And 
the  cast  is  great.  It’s  more  like  TNG  than  all  the  other 


shows;  they’re  just  having  a  great  time,  and  Scott’s 
great  and  totally  professional,  and  they’re  all  very 
good.  There  was  not  a  moment  when  I  said,  ‘Look, 
how  about  doing  it  like  this?’  There  was  never  a 
moment  where  there  was  any  problem.  I  think  that’s 
a  difference  between  good  actors  and  not-so-good 
actors;  the  not-so-good  ones  will  argue  with  you  about 
doing  something,  but  really  good  actors  will  say,  ‘Oh, 
OK,  yeah,  here  you  are  ...’.” 

Early  admirer 

Michael  had  already  become  a  personal  fan  of  the 
show.  “I  actually  like  it.  I  think  I  was  all  set  not  to,  but 
I  actually  like  it  very  much.  It  kind  of  sucked  me  in;  I 
thought  the  performances  were  cool,  and  it  was  fun. 

I  think  it’s  different  than  THE  NEXT  GENERATION - 
you  just  can’t  compare  the  two  of  them.  When  our 
show  came  out  we  were  the  first  spinoff  from  the  orig¬ 
inal;  we  had  a  lot  against  us.  People  were  venomous; 
they’d  say,  ‘Who  do  you  think  you  are?  You  think 
you’re  going  to  take  Spock’s  place?’  It  was  so  strange. 
There  were  a  lot  of  different  factors  then,  whereas 
now  it’s  such  a  huge  franchise  that  you  can’t  just  look 
at  the  numbers  and  that  type  of  thing.  There’s  so 
much  science  fiction  out  there.  We’ve  already  had  two 
spinoffs  from  our  show,  and  here’s  a  third  one.  I  think 
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Interview 


Michael  returned  to  the  Paramount  lot  after  appearing  in  Tasha  Yar  was  an  extremely  popular  character,  and  Michael  feels  that 

STAR  TREK  NEMESIS  to  direct  the  first-season  ENTERPRISE  Worf  might  not  have  been  such  a  major  figure  if  Denise  Crosby  had 

episode  ‘Two  Days  and  Two  Nights.’  decided  to  remain  with  the  show. 


..  ■/$&$. 


During  the  first  season  Worf  occupied  a 
number  of  positions,  including  the  helm 
in  ‘Encounter  at  Farpoint.  ’ 


they’re  going  to  go  their  seven  years  -  I  think 
it’s  going  to  be  a  popular  show.” 

Michael  had  joined  the  cast  of  STAR 
TREK:  THE  NEXT  GENERATION  as  a  fan, 
having  grown  up  with  the  original  series,  and 
was  familiar  with  that  show’s  Klingons.  Did 
he  refer  back  to  them  when  starting  to 
portray  Worf?  “Well,  from  the  beginning, 
before  I  even  shot  a  foot  of  film,  I  asked 
Gene  Roddenberry  what  he  wanted  from  the 
character,  and  he  told  me  to  just  forget  every¬ 
thing  that  I  had  seen  or  read  or  heard  about 
in  the  past,  and  make  it  my  own.  And  so  I 
just  took  his  lead,  and  kind  of  created  the 
backstory  of  Worf. 

An  actor’s  gift 

“It’s  the  most  fun.  You  couldn’t  give  an 
actor  a  better  present,  along  with  giving  him 
a  great  job,  than  to  say,  ‘Hey,  do  whatever  you 
want!’  The  only  thing  that  he  and  I  worked 
on  a  lot  was  the  voice.  If  you  watch  the  first 
episode,  when  I  first  started  I  sound  a  lot  like 
myself,  and  Worf  just  sounded  too  American, 
so  we  had  to  change  that.  We  went  through  a 
couple  of  permutations  about  what  he  should 
sound  like.” 

With  the  exception  of  Data,  the  other  main 
characters  were  human  in  their  behavior; 
did  Michael  find  it  hard  to  be  the  only  true 


“If  you  watch  the  first  episode  ...  I  sound  a 
lot  lihe  myself,  and  Worf  just  sounded  too 
American,  so  we  had  to  change  that. 


‘alien’?  “I  think  it  was  probably  the  hardest; 
for  me,  the  character  had  to  project  and  had 
to  have  a  lot  more  inner  turmoil,  and  he’s  a 
man  of  few  words.  But  it  didn’t  seem  difficult 

I  didn’t  think,  'Oh,  my  God,  this  is  the 
hardest  thing  I’ve  ever  done’;  in  fact,  it  was 
a  real  pleasure.  If  anything  was  really  terrible, 
it  was  the  makeup!  Brent  and  I  probably  had 
the  hardest  time  with  that.” 

Constant  burden 

Despite  timesaving  refinements  over  the 
years,  and  attempts  to  make  the  prosthetics 
a  little  more  comfortable,  Michael  had  to 
spend  hours  longer  at  the  studio  each  day 
than  most  of  his  colleagues,  and  has  com¬ 
plained  long  and  hard  over  the  years.  But, 
very  much  on  the  plus  side,  Worf  grew  from 
being  what  was  intended  to  be  a  much  more 
peripheral  character  to  becoming  one  of  the 
most  popular  crew  members,  especially  after 
the  departure  of  Denise  Crosby  as  Tasha  Yar 
toward  the  end  of  the  first  season.  Michael 
recalls,  “Actually,  Worf  was  everywhere,  the 
first  six  or  eight  months  of  the  show,  because 
he  wasn’t  the  security  chief;  he  would  help 
with  security,  he  flew  the  ship,  he  was  down 
in  engineering  he  was  all  over  the  place. 
And  they  took  him  down  on  away  missions, 
so  it  was  kind  of  fun  and  I  liked  that.  But 
when  Denise  left  it  became  apparent  that  he 
was  going  to  be  one  of  the  major  characters. 

“If  she  had  stayed  I  don’t  know  if  Worf 
would  have  been  as  important.  At  that  point, 
Brent’s  popularity  was  taking  off,  and  the  way 
he  played  it  helped,  but  Denise  was  popular 
too.  If  there  had  to  be  a  one-two-three  in 
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Interview 
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Michael  was  delighted  with  his  first  major  show,  ‘Heart  of  Glory,’  Worf  interacted  with  all  of  the  other  characters  on  the  ship, 

in  which  Wort’s  loyalty  to  Star  fleet  was  tested  by  a  group  of  most  notably  Riker.  The  “two  big  guys”  often  found  themselves 

renegade  Klingons  who  tried  to  persuade  him  to  join  them.  in  dangerous  situations  together,  such  as  in  ‘Descent,  Part  I.  ’ 


terms  of  popularity,  it  was  Patrick,  Brent,  but  I  don’t  know  if  it  would  have  been  as 

and  Denise,  and  her  character  was  getting  strong,  because  with  those  other  characters 

bigger  and  bigger,  so  I  don’t  know  if  there  around  I  probably  wouldn’t  have  gotten  a  lot 

would  have  been  room  for  me  to  grow  They  of  storylines  during  the  year!” 

definitely  would  have  had  Klingon  stories, 

Defining  the  character 


In  fact,  Worf  had  a  prominent  show  even 
before  Tasha’s  death,  when  the  Klingons 
showed  up  for  the  first  time  on  TNG  in 
‘Heart  of  Glory.’  Did  the  story  tie  in  with 
Michael’s  hopes  for  Worf’s  character?  “Oh, 
it  definitely  coincided,”  he  says.  “I  think  all 
I  did  was  show  the  writers  that  Worf  was  a 
bitter,  angry  person.  He  was  gruff  and  surly 
and  didn’t  understand,  and  was  very  national¬ 
istic  and  egotistical  about  his  race. 

‘“Heart  of  Glory’  was  just  the  tip  of  the 
iceberg  in  showing  who  he  is,  but  it  goes  to 
the  heart  of  it.  It’s  very  interesting  in  the  last 
scene  where  the  guy  says,  ‘Hey,  would  you  like 
to  come  over  and  join  us?’  and  it’s  clear 
that  Worf  understands  that  this  is  his 
race  and  he  loves  them  and  they’re 
the  best  in  the  world,  but  also  he 
has  a  place  on  the  ship;  he  was 
dealt  this  hand,  and  he’s  going 
to  play  it  out.  His  instincts  are 
telling  him  that  this  is  the  place 
for  him  to  be.” 

Other  Klingon-on-Klingon 
relationships  followed,  from  Worf’s 
mate  K’Ehleyr  and  son  Alexander 
to  legendary  Klingon  figures.  “I 


Worf’s  life  became  much  more 
complicated  after  he  discovered 
that  his  former  mate  K’Ehleyr 
had  borne  him  a  son,  Alexander. 


watched  an  episode  the  other  night  where 
we  first  meet  Kahless,  and  that  was  such  a 
wonderful  show;  it  really  was  good.  It  was 
deep  and  it  went  to  the  core  of  Worf,  and 
it’s  always  fun  with  those  guys;  I  think  the 
Klingons  are  the  most  fun  of  all  the  aliens 
that  we’ve  seen.”  Michael  has  also  enjoyed 
Worf’s  onboard  relationships.  “Riker  and 
Worf,  the  two  big  guys  on  the  show,  had 
something.  He  really  had  a  very  special 
relationship  with  everybody  on  the  ship, 
and  I  liked  how  they  did  that.  And,  even 
though  Worf  hates  doctors  and  thinks 
they’re  useless,  he  grew  to  respect  Dr. 
Pulaski;  I  wish  she  had  stayed  longer  and 
that  they  had  developed  the  relationship, 
because  I  thought  it  was  wonderful.” 

Favorite  episodes 

The  writers  have  always  had  to  tread  a 
fine  line  between  defining  Worf’s  Klingon 
character  and  keeping  him  within  the 
bounds  of  Starfleet  behavior.  “I  think  some 
of  the  writers  that  we  had  in  the  first  four 
or  five  years  really  got  it  right  -  Maurice 
Hurley,  Herb  Wright,  and  for  the  most  part 
Brannon  Braga  and  Ron  Moore.  I  always 
say  that  there’s  a  little  bit  of  Klingon  in 
everybody,  and  so  it’s  easy  to  write  that. 
What  you  see  is  what  you  get!” 

Michael’s  favorite  shows  don’t  only 
include  the  big  Worf  episodes.  “‘The  Off¬ 
spring’  was  a  great  one,  and  I  thought  ‘The 
Drumhead’  was  wonderful.  Also  the  Worf 
trilogy  that  ended  in  him  getting  his  honor 
back;  and,  like  I  said,  the  Kahless  one  was 
a  terrific  episode.” 
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Interview 


Before  joining  STAR  TREK:  DEEP  SPACE 
NINE  in  ‘The  Way  of  the  Warrior ;  ’  Michael 
was  assured  that  his  time  in  makeup 
would  be  cut  down  and  that  Worf’s 
character  would  continue  to  “open  up.  ” 

Michael  thinks  the  last  season  of 
STAR  TREK:  THE  NEXT  GENERATION  was 
full  of  great  episodes  such  as  ‘All  Good 
Things  ...’  and  he  felt  the  show  could 
have  continued  for  another  three  years. 


Worf’s  relationship  with  Jadzia  Dax  was 
pretty  intense,  and  they  ended  up  marry¬ 
ing  in  ‘You  Are  Cordially  Invited.  ’  Michael 
feels  that  this  relationship  was  handled 
really  well,  and  with  great  humor. 


storyline  included  marriage  to  Jadzia  Dax. 

“On  DEEP  SPACE  NINE  the  shows  with  Dax 
were  pretty  intense;  I  really  liked  those.  I  think 
they  finally  got  a  Klingon  relationship  right. 
Their  lovemaking  is  very  violent  and  they’re 
always  in  sickbay  with  broken  ribs  and  stuff 
like  that,  which  I  thought  was  funny.  Terry 
Farrell  and  I  are  both  tall  and  we’re  both 
go-for-it  individuals,  and  I  think  we  were 
able  to  pull  it  off!” 

The  relationship  contrasted  with  the 
romance  with  Deanna  Troi  on  TNG.  “That 
never  came  to  fruition,”  says  Michael.  “I  think 
it  would  have  been  a  wonderful  relationship, 
just  because  it’s  basically  Beauty  and  the 
Beast,  but  they  never  had  any  desire  to  really 
flesh  it  out.”  Mightn’t  that  have  been  for  the 
practical  reason  that  Troi  would  never  have 
gotten  out  of  sickbay?  “Well,  I  would  have 
been  gentle!”  Michael  laughs. 

Was  it  a  hard  decision  to  move  on  to  DS9? 
“Interestingly  enough,  if  you’d  asked  me  that 
before  they  offered  it  to  me,  I  would  have  said, 
‘Yes,  it’s  going  to  be  a  tough  decision.’  But 
when  they  asked  me,  for  some  reason  I  just 
said,  ‘Oh,  OK!’  But  it  was  a  decision  that 
had  to  be  tempered  with  a  lot  of  caveats.  I 
wanted  the  makeup  to  be  cut  down,  and  the 


In  contrast  with  many  people,  Michael 
thinks  the  final  season  of  TNG  was  one  of  the 
show’s  best  -  but  he’s  not  alone  in  thinking  it 
shouldn’t  have  ended.  “It’s  hard  to  say  which 
year  was  the  best,  but  I  do  remember  the  last 
season  we  were  just  going  gangbusters.  Almost 
every  episode  was  a  real  winner.  We  could 
have  easily  gone  three  more  years,  and  that’s 
what  should  have  happened;  they  should 

have  gone  1 0  years  and 
not  tried  to  do  a  third 
spinoff.  It  would  have 
been  mindboggling  what 
we  could  have  done,  espe¬ 
cially  if  we’d  gone  on  to 
the  UPN  network.” 


Moving  on 

In  the  event,  it  was 
STAR  TREK:  VOYAGER 
that  got  the  network  spot 
after  the  creation  of  UPN. 
But,  meanwhile,  Worf  had 
gone  on  to  serve  aboard 
Deep  Space  Nine  -  eventually 
aboard  the  U.S.S.  Defiant, 
where  he  preferred  to  have 
his  quarters  -  and  his 


“We  could  kave  easily  £one  tkree  more 
years  ...  tkey  skould  kave  £one  10  years 
...  It  wou  idh  ave  keen  mindko^Iin^ 
w  kat  we  could  kave  done. 
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important  thing  was  to  make  sure  that  Worf ’s 
character  really  opened  up;  I  didn’t  want  to 
be  just  standing  around,  and  I  asked  them  to 
please  not  hire  me  if  that’s  all  they  wanted.” 

Working  with  heroes 

As  well  as  having  appeared  in  more 
STAR  TREK  episodes  than  any  other  actor, 
Michael’s  first  STAR  TREK  movie  appearance 
predated  that  of  his  castmates  by  three  years: 
he  appeared  as  Colonel  Worf  in  STAR  TREK 
VI:  THE  UNDISCOVERED  COUNTRY \ 
defending  Captain  Kirk  and  Dr.  McCoy  after 
they  were  accused  of  assassinating  Chancellor 
Gorkon.  It’s  assumed,  but  was  never  said  on 
screen,  that  the  colonel  was  the  grandfather 
of  our  ‘present-day’  Worf.  “It  was  wonderful,” 
recalls  Michael.  “First  of  all,  I  worked  with 
Christopher  Plummer  [General  Chang]  -  he’s 
an  incredible  actor  -  and  Rosana  DeSoto 
[Azetbur] ,  who  I  thought  was  wonderful  also. 
There  was  one  day  where  they  were  shooting 
this  huge  scene  and  everybody  was  there,  and 
I’m  sitting  in  this  little  alcove  in  my  chair,  and 
right  across  from  me  are  all  of  the  characters 
-  Shatner,  Nimoy,  everybody.  On  the  outside, 

I  was  really  cool,  but  inside  I’m  thinking,  ‘Oh, 
my  God,  they’re  all  there,  and  they’re  looking 
at  meP  I  grew  up  with  those  guys.  That  was 
one  of  the  most  special  moments  ever  in  this 
whole  thing.” 

Michael’s  favorite  of  all  of  the  movies, 
though,  is  STAR  TREK:  FIRST  CONTACT. 

“I  think  that  was  the  best  STAR  TREK  movie. 
There  are  a  lot  of  good  ones;  THE  WRATH 
OF  KHAN  is  one  of  my  favorites,  and  until 
FIRST  CONTACT  came  along  that  was  the 
best  one  for  me.  But,  man,  FIRST  CONTACT 
was  great.  It’s  one  of  those  movies  that  you 
can  watch  any  time  -  it  really  holds  up  well.” 

Does  Michael  think  there  will  be  a  new 
favorite  with  STAR  TREK  NEMESIS?  “I 
have  not  a  clue!  Seriously,  not  a  clue.  I  didn’t 
have  a  lot  to  do  in  it  -  even  less  than  usual  - 
and  I  just  don’t  know,  but  you  read  the  script 
and  go,  ‘Oh,  wow,  this  is  great!’  I  do  know 
that  the  director  [Stuart  Baird]  is  one  of  the 
best  editors  in  the  business,  and  he’s  worked 
wonders  for  a  couple  of  other  huge,  huge 
movies.  If  there  are  any  shortcomings,  which 
I  don’t  think  there  are,  he’ll  take  care  of  it!” 

New  plans 

Outside  of  STAR  TREK,  Michael  has 
written  and  directed  a  pilot  for  a  comedy 
entitled  ‘Through  the  Fire,’  which  costars 
Marina  Sirtis.  “It  was  a  wonderful  experience. 
Marina  was  brilliant;  not  just  because  she’s 
one  of  my  best  friends,  but  she  is  utterly 
wonderful  as  a  comedienne.  Another  friend 


Michael  has  appeared  in  more  STAR  TREK  episodes  than  any  other  actor,  and  he  was 
the  first  of  his  castmates  to  appear  in  a  STAR  TREK  movie  when  he  played  Colonel  Worf 
in  STAR  TREK  VI:  THE  UNDISCOVERED  COUNTRY.  He  found  himself  acting  alongside  his 
heroes  from  the  original  series,  plus  guest  stars  Christopher  Plummer  and  Rosana  DeSoto. 


is  in  it,  Anne-Marie  Johnson,  who  was  in  ‘In 
the  Heat  of  the  Night,’  and  she  was  brilliant 
too.  The  show  started  out  as  just  a  presenta¬ 
tion  that  turned  into  a  full-fledged  pilot.  It’s 
almost  a  comedy-drama;  basically,  it’s  two 
people,  commitment-phobic,  who  find  each 


Michael  says  that  STAR  TREK:  FIRST 
CONTACT  is  his  favorite  STAR  TREK  movie. 
Worf  had  plenty  to  do,  including  fighting 
the  Borg  in  zero  gravity  on  the  hull  of  the 
U.S.S.  ENTERPRISE  NCC-1701-E. 


other.  I  play  a  theater  critic  and  Anne-Marie’s 
a  theater  actress  in  New  York,  so  naturally 
there’s  the  built-in  conflict  there.  Marina  plays 
my  best  friend,  and  she’s  English  —  she’s 
between  Cockney  and  proper  posh  English  - 
and  we  go  to  the  opera  and  the  ballet  and 


Worf  strikes  a  familiar  action  pose  on  his 
return  to  the  U.S.S.  ENTERPRISE  in  STAR 
TREK  NEMESIS.  Michael  is  very  positive 
about  the  script  for  the  new  movie,  and 
has  great  confidence  in  its  director. 
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Interview 


I  ve  done  incredible 
stuff  in  my  personal 
life  tkat  I  could  only 
dream  akout  wken  I 
was  a  ckild.  I  ve  met 
wonderful  people  ... 


all  that  kind  of  stuff.  It’s  not  slapstick 
comedy  -  it’s  not  setup-setup-joke  -  it’s 
people  talking,  and  it  just  so  happens  that 
the  conflict  is  funny.  I  wanted  it  to  be  a  bit 
like  ‘AbFab’  -  they’re  not  saying  nice  things, 
but  it’s  funny!  That’s  the  type  of  stuff  that 
we’re  ffoins;  for.” 

o  o 


Michael  says  that  Worf  has  a  fairly  limited  role  in  STAR  TREK  NEMESIS ,  but  he  does 
manage  to  team  up  with  his  crewmates  again  on  the  bridge  of  the  ENTERPRISE. 


New  challenges 

Having  created  something  that  he’s  very 
proud  of,  Michael  now  faces  the  perennial 
challenge  of  every  producer  in  finding  a  TV 
home  for  it.  “I  would  prefer  to  be  on  a  cable 
station,”  he  says.  “You  may  not  get  the 
money  that  network  has,  but  there’s  a  lot 
more  freedom  in  terms  of  the  writing; 
you’re  not  constricted  by  standards  and 
practices.  We’ve  shown  it  to  a  number  of 
people,  and  everybody  pretty  much  likes  it. 


“Before  we  did  this  thing  I  tried  to  sell 
three  or  four  pilots  and  different  ideas,  and 
it’s  horrific.  You’ve  got  to  go  into  a  room  and 
sit  down  with  people  who  are  not  exactly 
creative  individuals,  and  you  have  to  sell  them 
on  an  idea.  The  worst  part  is  that  they’ve 
heard  1 00  pitches,  and  they’re  sitting  there 
looking  at  you,  and  you’re  talking,  and  then 
they  ask  you  questions  and  say  things,  and  you 


just  think,  ‘Have  you  been  listening  to  me?’ 
And  even  if  they  like  it  you  still  don’t  know  if 
it’s  going  to  get  made.”  But,  despite  the  frus¬ 
trations,  Michael  looks  forward  to  continuing 
with  his  own  work.  “Whatever  direction  you 
want  to  go,  it’s  open  to  you.  I’d  like  to  just  do 
low-budget,  wonderful  projects,  because  once 
you  get  out  of  the  infrastructure  of  the  studio 
and  the  network  system  it  becomes  a  real 
labor  of  love.  Everybody  wants  to  work; 
everybody’s  happy;  nobody  has  an  ego  about 
it.  And  that’s  what  I’d  ultimately  like  to  clo.” 

Golden  opportunities 

Michael’s  years  on  STAR  TREK  have  given 
him  these,  and  many  other,  opportunities, 
including  being  able  to  own  and  fly  his  own 
airplane.  “I  had  a  Sabrejet  and  I  foolishly 
sold  it  and  got  a  Sabreliner,  which  is  the  civil¬ 
ian  version,  a  bigger  version,  and  I'm  ready  to 
get  out  of  that  because  it’s  no  fun  whatsoever! 
You  just  take  off  and  put  it  on  autopilot  and 
you  have  your  arms  crossed  for  two  hours, 
just  monitoring  stuff,  but  in  a  Sabrejet  you’re 
flying  the  whole  time. 

“I’ve  done  incredible  stuff  in  my  personal 
life  that  I  could  only  dream  about  when  I 
was  a  child;  I’ve  met  wonderful  people  and 
I’ve  acted  in  wonderful  programs.  STAR 
TREK  has  closed  a  few  doors,  but  that’s  not 
because  of  the  show;  it’s  just  being  on  a  series 
for  that  long.  1  always  said  that,  from  the  very 
beginning,  the  whole  STAR  TREK  thing  is  a 
double-edged  sword,  but  if  those  are  the  cards 
that  you’re  dealt,  it’s  not  a  bad  hand  to  have, 
believe  me!” 


Worf  and  Deanna  Troi  became  close  during  their  time  together  on  the  U.S.S.  ENTERPRISE 
NCC-1 701-D,  and  Michael  says  that  Marina  Sirtis  is  one  of  his  best  friends.  He  recently 
cast  her  in  a  comedy-drama  he  has  written  and  directed,  entitled  ‘Through  the  Fire.  ’ 
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Interview 


Rick  Berman 

With  STAR  TREK  NEMESIS  about  to  hit  a  screen  near  you,  executive  producer 
Rick  Berman  tells  us  we’re  in  for  a  major  treat  with  STAR  TREK’s  10th  adventure  - 
a  movie  that  he  promises  will  have  an  incredible  villain  and  an  epic  sweep. 


e  spoke  to  Rick  Berman  a  week 
after  the  final  cut  of  STAR 
TREK  NEMESIS  had  been 
shown  to  a  studio  gathering, 
and  he  was  a  very  happy  man. 
“Everybody  who’s  seen  it  has  been  blown 
away,”  he  says.  “I  would  not  be  able  to  even 
tell  you;  the  response  has  been  so  terrific.” 

Has  it  achieved  everything  Rick  had 
hoped  for?  “Oh,  yeah,  absolutely!”  he  says. 


“It’s  a  very  long  process  and  there  are  a  lot  of 
things  that  one  wishes  for  during  the  course 
of  it,  so  it’s  hard  to  be  all  that  specific,  but  it’s 
absolutely  everything  I  hoped  for,  and  even  a 
bit  more  —  the  story,  the  production  values, 
the  action,  the  visual  effects,  and  the  perfor¬ 
mances  of  our  regular  characters  and 
especially  our  major  guest  star,  Tom  Hardy, 
who  did  a  spectacular  job.” 

Tom  plays  Shinzon,  Picard’s  deadly  foe,  and 


is  up  against  some  stupendous  former 
STAR  TR EK  adversaries. “ I  think  Khan  and 
the  Borg  Queen  have  been  two  wonderful 
villains,”  says  Rick,  “but  1  think  Shinzon  is 
going  to  definitely  be  up  in  their  league.  As  to 
whether  he  is  beyond  those  two,  that’s  up  to 
the  fans  to  determine!” 

Work  started  on  a  high  note,  with  acclaimed 
screenwriter  John  Logan  working  on  the  story 
and  screenplay.  John  was  introduced  to  the 
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Interview 


Rick  is  hugely  impressed  with  Tom  Hardy’s  performance  as  Shinzon  Director  Stuart  Baird  knew  relatively  little  about  STAR  TREK,  but  is 
and  believes  that  he  will  be  rated  as  one  of  STAR  TREK’s  greatest  an  enormously  experienced  editor  and  director  who  knows  exactly 
villains ,  alongside  Khan  and  the  Borg  Queen.  what  it  takes  to  make  a  major  motion  picture. 


project  by  Brent  Spiner,  but  soon  forged  a 
close  working  relationship  with  Rick.  “For 
me,  the  best  thing  about  working  with  John 
is  what  an  absolutely  wonderful  writer  he  is, 
and  what  a  delight  it  was  to  work  with  him; 
he’s  fast,  and  extremely  creative.  I’m  sure  if 
you  talk  with  him  he  will  tell  you  that  he 
and  I  had  a  remai'kable  relationship  all  the 
way  through  the  story  and  script  process. 
He’s  become  a  good  friend. 

Talented  expert 

“I  knew  from  the  very  start  that  he  was 
a  big  fan,  and  I  was  surprised  at  how  much 
he  knew  about  STAR  TREK.  He’s  a  fountain 
of  information;  he’s  seen  every  episode  of 
every  television  series,  and  he  just  knows  it 
all.  He  understands  the  voices  of  all  of  our 


characters,  and  it  was  an  incredible  experience 
working  with  him  because  he’s  so  talented.” 

The  film’s  acclaimed  director,  Stuart  Baird, 
wasn’t  as  well  versed  in  the  world  of  STIR 
TREK.  “It  took  a  little  bit  of  effort  to  keep 
everything  on  course,  STAR  TREK- 
wise,”  Rick  says,  “but  Stuart  is  a  remarkably 
talented  guy  who  brought  a  tremendous  sense 
of  scope  to  this  film.  He  is  used  to  doing 
things  big,  and  he  made  certain  that  he  had 
all  the  tools  and  the  sets  and  the  visual  effects 
that  he  needed.  He  pushed  for  all  that  and 
he  managed  to  get  it,  so  every  dollar’s  on 
the  screen,  and  the  film  has  a  remarkable 
feel  and  look  to  it.  This  movie,  I  think,  is 
a  little  bigger  and  a  little  bit  more  exciting, 
and  a  little  bit  more  scary.  The  visual 
effects  are  stunning;  the  sets  are  huge 


and  stunning  -  it  just  has  a  more  epic  feel 
to  it  than  the  three  previous  films  that  I’ve 
been  involved  with.” 

Perfect  balance 

The  audience  will  be  the  final  judge,  and 
Rick  says  the  movie  will  be  appreciated  by 
non-.ST.  l/f  TREK  fans  as  well  as  the  true 
addict.  “I  think  that  there’s  absolutely  no  need 
for  someone  to  be  well  versed  in  STAR  TREK 
to  appreciate  this  film.  Obviously  you  can  get 
to  a  point  where  you  explain  things  to  a  non¬ 
fan  to  a  degree  where  it  becomes  tedious  for 
the  fan,  who’s  getting  a  lot  of  exposition  that 
he  or  she  already  knows.  But  I  think  we’ve 
struck  a  very  good  balance  on  this  movie.  All 
around,  it’s  a  superlative  film,  and  I  couldn’t 
be  more  proud  of  it.”  ^ 


Rick  promises  that  STAR  TREK  NEMESIS  has  frightening  villains,  stunning  sets,  and  incredible  visual  effects.  As  a  result,  he  says, 
it  will  have  an  extraordinary  epic  scale  unlike  any  STAR  TREK  movie  in  recent  history. 
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Interview 


Dina  Meyer 

Now  starring  in  the  TV  series  'Birds  of  Prey’  as  one  of  a  trio  of  female 
superheroes,  Dina  Meyer  talked  to  us  earlier  in  the  year  as  she  was  wrapping 
STAR  TREK  NEMESIS,  in  which  she  plays  the  Romulan  commander  Donatra. 


on 


Commander  Donatra  is  probably  the 
most  significant  Romulan  character 
in  STAR  TREK  NEMESIS;  Shinzon  is 
a  human  clone,  and  his  followers  are 
Remans.  Like  most  Romulan  officers, 
she  is  intelligent  and  calculating.  And,  as  the 
movie  opens,  she  is  deeply  involved  with 
Shinzon’s  plans  to  change  the  balance  of 
power  in  the  Galaxy. 

They  were  still  filming  NEAIESIS  when 
we  caught  up  with  Dina  Meyer  in  her 
trailer  but,  for  her,  the  work  was  already 
over.  “Today  was  my  last  day,”  she  told  us. 
“I’m  sad  to  leave;  I’ve  been  here  five  days 
and  the  people  involved  have  just  been  so 
wonderful  to  work  with,  from  the  crew  to 
the  cast  and  the  director  and  producers. 

And  I  don’t  say  that  about  everybody!  It’s 
not  a  stock  answer  -  it’s  really  honest. 

Strong  and  thoughtful 

“Without  giving  anything  away,  I  would 
say  Donatra  is  strong,  and  calculating  - 
her  wheels  are  always  turning.  But  I  think 
that’s  good.  She’s  very  grounded  and  intelli¬ 
gent,  with  a  dry  sense  of  humor.  And  she’s 
sarcastic.  Before  I  auditioned  I  got  online 
to  do  a  little  background  check,  just  to  see 
what  kind  of  people  these  were:  if  they 
were  nice  or  aggressive,  what  they  looked 
like,  what  kind  of  personality  they  had, 
and  I  used  that  to  audition,  which  I  guess 
turned  out  OK!” 

Dina  didn’t  actually  film  any  scenes  with 
the  regular  crew  -  the  only  time  Donatra 
talks  with  Picard,  it’s  on  a  viewscreen,  so 
the  actors  didn’t  have  to  be  together.  “I'm 
a  big  fan  of  Patrick  Stewart  and  I  would 
have  liked  to  have  worked  with  him,  but  I 
only  worked  with  my  fellow  Romulans,  and 
the  Remans.  I  worked  with  Ron  Perlman, 
and  Tom  Hardy,  who  plays  Shinzon;  Tom 
is  fabulously  talented,  and  also  a  wonderful 
human  being,  and  Ron  should  have  his  own 
standup  show  -  he’s  probably  one  of  the 
most  amusing  men  I’ve  ever  met  in  my  life!” 


In  STAR  TREK  NEMESIS  Dina  Meyer  plays  the  Romulan  Commander  Donatra ,  who  is  one 
of  Shinzon’s  key  allies  in  the  Romulan  Empire. 


[Donatra  is]  strong,  and  calculating  -  tier 
wheels  are  always  turning  ...  She  s  very  grounded 
an  d  intelli  gent,  with  a  dry  sense  of  humor. 


Given  the  amount  of  work  involved  in 
the  makeup,  it’s  a  good  thing  Dina  could 
laugh.  “Four  hours  of  hair  and  makeup  and 
costume!  If  the  crew  call  was  at  seven,  I’d  be 
in  at  four.  And  it  took  about  40  minutes  to  get 
it  all  off.  I  usually  lost  a  few  layers  of  skin  in 
the  process!  I’d  never  had  makeup  to  this 
extent  -  I’ve  had  certain  things  glued  to  me, 
but  not  a  prosthetic  forehead  day  after  day. 
The  makeup  is  so  heavy;  they  put  something 
called  Pax  on,  which  gives  you  this  yellow 
pigment  and  takes  out  all  of  the  rosiness  so 
you  don’t  look  healthy  at  all,  and  they  apply 
a  base  on  top  of  that,  and  I  thought  for  sure 


I  was  going  to  end  up  breaking  out.  Honestly, 
I  didn’t  think  my  skin  would  hold  up  as  well 
as  it  did;  with  the  application  and  removal 
process,  it  was  like  getting  a  chemical  peel 
every  day!  I  look  younger  than  I  ever  have.” 

Dina  hadn’t  been  a  regular  viewer  of 
STAR  TREK,  and  came  to  the  role  completely 
fresh.  “I  have  to  be  honest  with  you;  the  last 
episode  of  STAR  TREK  that  I  watched 
starred  William  Shatner  and  Leonard 
Nimoy.  I  feel  horrible  to  say  that  to  all  the 
fans  that  are  going  to  be  meeting  me.  But  this 
was  really  fun  and  interesting.  I  think  playing 
any  character  on  STAR  TREK  is  going  to  be 
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Dina  Meyer  is  a  native  of  New  York 
City,  and,  after  gaining  her  BA, 
trained  as  an  actress  at  New  York’s 
Neighborhood  Playhouse.  She  moved 
out  to  LA  when  she  won  a  role  in 
‘Beverly  Hills  90210,’  and  since  then 
she  has  appeared  in  the  movies 
‘Johnny  Mnemonic,’  ‘Dragonheart,’ 
and  ‘Starship  Troopers,’  and  many  TV 
shows,  including  ‘Friends.’  She  now 
has  a  starring  role  in  ‘Birds  of  Prey.’ 

fun,  because,  unless  you’re  on  the  Enterprise, 
you’re  probably  an  alien.  So  you  get  to 
imagine  how  this  person  would  be,  and,  of 
course,  you  work  with  the  director.  Stuart 
[Baird]  has  got  such  a  vision  that,  along  with 
my  idea  of  the  character,  I’m  hoping  you’ll 
see  a  really  fun,  rich  performance. 

“It  actually  felt  more  like  I  was  doing  a 
period  piece  as  opposed  to  a  science  fiction 
movie;  I  have  a  tendency  to  speak  very 
quickly  and  I  have  a  little  bit  of  a  New  York 
accent,  so  I  had  to  constantly  think  about 
the  way  in  which  I  was  speaking  -  I  don’t 
want  people  to  think  I’m  from  New  York  if 
I’m  wearing  Romulan  makeup!  I  didn’t  even 
want  people  to  think  I’m  American,  so  I  was 
trying  to  do  a  non-accent.  That  alone  is 
difficult,  and  it’s  compounded  with  acting 
and  blocking  and  direction  and  all  that  kind 
of  stuff.  But  the  whole  thing  has  been  great. 

I  look  at  this  experience  as  a  good  one  -  it 
was  fun.” 


Donatra  is  a  clever  woman  who  constantly 
reassesses  her  position  and  what  will  be 
best  for  the  Romuians. 


Interview 

i 


The  man  who  wrote  STAR  TREK  NEMESIS  is  one  of  Hollywood’s  most  admired 
screenwriters,  with  credits  on  'Any  Given  Sunday’  and  'Gladiator’;  he  is  also 
someone  who  has  known  the  STAR  TREK  universe  inside  out  since  he  was  a  child. 


There  is  no  question  that  STAR  TREK 
NEMESIS  will  be  a  movie  for  the 
fans.  After  all,  it  was  written  by  a  fan, 
who  just  happens  to  be  an  Oscar- 
nominated  screenwriter.  John  Logan 
has  a  model  of  the  original  Starship  Enterprise 
on  his  desk;  he  can  discuss  the  intricacies  of 
STAR  TREKtrwAdL  with  the  best  of  them; 
and  he  has  the  enthusiasm  for  the  series  that 
marks  out  the  true  believer.  When  you  talk 
to  him,  it’s  difficult  to  keep  the  phrase  ‘kid 
in  a  candy  store’  out  of  your  mind.  “For 
me,”  he  says,  “this  is  the  dream.  You  spend 
40  years  of  your  life  liv  ing  in  that  world 
and  dressing  up  as  Captain  Kirk  every 
Flalloween,  and  finally  you  get  a  chance 
to  go  and  sit  in  Picard’s  chair.” 

Something  new 

Being  a  fan  has  had  a  profound  influence 
on  the  movie  that  John  has  written.  For 
example,  he  has  made  absolutely  sure 
that  we’ll  get  to  see  some  things  that  people 
have  only  speculated  about.  “One  of  the 
coolest  things  about  this  job  is  calling  Rick 
[Berman]  and  saying,  ‘Could  you  send  me 
the  deck  plans  for  the  Enterprise-ET  and 
they’ll  send  you  anything.  So  the  first  thing  I 
did  was  to  say,  ‘I  want  all  the  schematics  of 
the  Enterpiise-E,  I  want  to  know  what  hasn’t 
been  seen,  what  has  been  seen,  and  how 
much  I  can  create.’  Then  I  had  a  great  deal 
of  fun  walking  around  the  ship  in  my  head 
and  saying,  ‘What  would  I  like  to  see  that 
we  haven’t  seen  before?”’ 

Perhaps  even  more  importantly,  only 
a  fan  could  have  come  up  with  the  story 
for  NEMESIS,  because  it  is  grounded  in 
an  obscure  piece  of  STAR  TREK  trivia  - 
a  passing  reference  that  Spock  made  in 
‘Balance  of  Terror.’  “Speaking  as  a  fan, 

I  think  my  real  coup  was  coming  in  and 
saying  to  Rick,  ‘OK,  I  know  who  the 
villains  are.’  Fie  said,  ‘Who?’  and  I  said, 

‘The  Remans!’  And  he  said,  ‘Who?’  I  said, 
‘The  Remans!  Romulus  and  Remus!  [Their 
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Interview 


i  symbol  is]  the  bird-of-prey  with  the  two 
planets;  there’s  Romulus  and  there’s  Remus. 

|  We’ve  never  seen  Remus;  we’ve  never  talked 
[  about  it;  we  don’t  know  what  it  is;  let’s  use 
!  Remus!”’ 

Advance  publicity  has  already  revealed 
!;  that  the  Remans  look  very  different  to  their 
Romulan  cousins,  and  John  promises  that  the 
movie  will  go  a  long  way  to  explaining  exactly 
;  who  they  are.  “What  Mike  Westmore  and  the 
[makeup]  team  have  done  to  bring  them  to 
life  with  that  Nosferatu,  vampire-like  makeup 
is  chillingly  appropriate  for  the  way  they  live. 

1  What  you  will  learn  about  Remus  will  make  a 
great  deal  of  intellectual,  scientific,  and  also 
emotional  sense  about  where  these  people 
come  from.” 


Remus  (or  Romii)  has  been  referred  to  several  times  in  STAR  TREK’s  history \  but  until 
now  we  have  known  nothing  about  the  Remans ,  who  play  a  major  role  in  NEMESIS. 


Favorite  villains 

As  pleased  as  he  is  with  the  Remans,  John 
says  that  what  originally  attracted  him  to  the 
[  story  for  NEMESIS  was  the  opportunity  to 
explore  Romulan  culture.  ‘Balance  of  Terror’ 
and  ‘Face  of  the  Enemy’  are  two  of  his 
:  favorite  episodes,  and  he  firmly  believes  that 
STAR  TREK  could  do  more  with  its  first  major 
villains.  “I’ve  always  felt  the  Romulans  were 
underused,  and  sometimes  ill-used.  There’s 
an  elegance,  a  sort 
of  lethal,  serpent-like 
quality  about  the  way 
they  conduct  their 
politics  that  is  fasci¬ 
nating.  I  find  them 


says  that  after  three  movies  that  left  the 
TNG  characters  more  or  less  unchanged 
it  was  time  to  shake  things  up. 


just  beautifully  seductive,  more  than  the 
Klingons,  who  are  strong  and  powerful  and 
blood-pumping;  the  Romulans  are  more 
verbally  eloquent  and  interesting  to  me.” 

In  fact,  John  is  so  interested  in  the  Romulans 
that  he  has  even  told  Rick  Berman  that  he 
wants  to  be  involved  in  their  first  major 
appearance  on  ENTERPRISE.  “I  said  to  Rick 
and  Brannon,  ‘The  one  thing  you  must  save 
for  me  is  the  first  time  they  meet  the 
Romulans.  I  can’t  do  it  the  first  season,  I  may 
be  too  busy  the  second  season,  but  I  will  do  it.” 
With  several  movies  in  development,  John 

wasn’t  able  to  write  ‘Minefield,’  but  that 
was  more  of  a  skirmish  than  a  full- 
scale  encounter,  and  he  still  hopes  that 
he’ll  be  available  when  the  time  comes. 


Ongoing  story 

His  interest  in  expanding  the 
mythology  of  STAR  TREK  doesn’t 
end  with  the  Enterprise-E  and  the 
Remans;  he’s  also  determined  to 
explore  the  lives  of  the  characters 
in  ways  that  will  have  a  lasting  impact. 
He  feels  that  one  of  the  best  things 
about  the  original  series  movies  was 
the  way  they  acknowledged  that  Kirk, 

Spock,  and  McCoy  were  aging,  and 


John  firmly  believes  that  a  good 
movie  needs  a  strong  villain , 
and  he  is  happy  that  Shinzon  is 
Picard’s  equal  in  every  way. 


Making  changes 

“A  friend  of  mine  who  wrote  a  James 
Bond  movie  said  ‘Look,  the  only  thing 
about  a  franchise  movie  is,  when  you  take 
the  toys  out  of  the  toybox  you’ve  got  to  put 
them  back  in  the  same  way.  You  can’t  mess 
anything  up.  But  that  is  not  what  we’re 
doing.  There  are  some  radical  things  that 
happen  in  NEMESIS.  There  are  some 
chances  we  take  in  acknowledging  that 
these  characters  are  moving  on  in  their 
lives.  They’re  not  just  stuck  in  that  TNG 
world  that  we’re  so  used  to  seeing  in  the 
TV  show.  They  have  careers;  they  have 
romantic  lives;  they  have  personal  lives; 
they  have  personal  issues;  they  have 
demons;  they  have  all  these  things  to 
grapple  with,  and  in  this  movie  we’re 
acknowledging  that  and  celebrating  it.” 

He’s  keen  to  add  that  these  radical 
changes  aren’t  just  there  to  shock  the 
audience  and  create  exciting  headlines. 
“We’re  not  just  doing  it  to  be  provocative. 
We’re  doing  this  for  reasons  that  have 
to  do  with  these  characters,  and  this 
ongoing  story.” 

The  changes  are  predominantly  designed 
to  show  that  the  crew  are  moving  into  a 
new  phase  of  their  lives,  and  they  offer  the 
kind  of  developments,  and  in  some  cases 
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how  she  would  react.’  My  job  as  a  writer  is 
to  be  a  cannibal  of  their  ideas.  They’ve  lived 
with  these  people  for  15  years.” 

He  says  that  Brent  Spiner  who  has  a  story 
credit  and  Patrick  Stewart  were  particularly 
influential.  “Quite  frankly,  Brent’s  my  buddy, 
and  I  got  immediately  along  very  well  with 
Patrick.  They  made  an  effort  to  get  to  know 
me.  We  would  go  out  and  have  dinner,  and 
we  would  go  to  parties  together,  and  I  made 
an  effort  to  get  to  know  them.  Patrick  was 
great  in  terms  of  Picard’s  response  to  the 
world,  and  the  responsibility  he  feels  to 
Picard  played  a  major  part  in  what  Picard 
actually  does  in  the  story. 


The  go-to  guy 

“You  have  a  preconceived  notion  that  as 
an  actor  Brent’s  only  going  to  be  concerned 
about  Data.  Brent  doesn’t  care  at  all  about 
Data.  It’s  like,  ‘Do  whatever  you  want  with 
Data;  let’s  do  the  best  for  ...’  He  was  actually 
most  useful  in  problem-solving  things  that  had 
nothing  to  do  with  Data.  He  was  my  great  go¬ 
to  guy.  For  example,  at  one  point  in  the  movie, 
Data  and  Picard  are  trapped  on  the  villain’s 
ship,  and  I  called  Brent,  and  said,  ‘Brent, 
they’re  trapped  on  the  ship,  and  I  have  no 
idea  how  to  get  them  off!  I  have  bricked 
myself  into  an  absolute  corner.’  And  Brent 
would  sit  by  his  pool  and  light  up  a  cigar  and 
I  would  come  over  and  he  would  just  pitch 
ideas.” 

John  adds  that  Patrick  was  also  very 
concerned  about  the  story,  though  on  more 


Too  many  questions 

Having  decided  to  open  the  movie  with  a 
wedding,  John  soon  found  himself  thinking 
about  who  the  guests  should  be.  What 
happened  next  is  an  example  of  both  the 
advantages  and  the  disadvantages  of  being 
a  fair.  “The  wedding  offered  an  ideal  oppor¬ 
tunity  to  see  some  faces,  and,  of  course,  the 
first  thing  we  thought  was,  it  would  be  great 
to  have  Wesley  come  back.  So  Rick  made  it 
happen.  But  there’s  a  lot  that  we  don’t  have 
time  for.  That’s  the  double-edged  sword  of 
being  a  fan,  because  I  know  this  stuff,  and 
I’m  thinking,  ‘Well,  surely  they  would  talk 
about  this  or  that.  If  Riker  and  Deanna  are 
getting  married,  how  does  Worf  feel  about 
this?’  You  know,  all  those  complex  things 
that  we  are  aware  of  because  we’re  familiar 
with  the  story.  But,  if  you  wanted  to  deal 
with  all  of  that,  you’d  just  have  a 


Brent  Spiner  was  deeply  involved  with  the  story  for  STAR  TREK  NEMESIS;  he  introduced 
John  Logan  to  Rick  Berman,  and  helped  him  work  through  many  difficult  story  points. 


John  was  determined  to  see  the  characters  moving  on  with  their  lives,  so  he  opened 
the  movie  with  Riker  and  Troi’s  wedding,  completing  a  storyline  that  had  begun 
15  years  earlier  in  ‘Encounter  at  Farpoint.  ’ 


resolutions,  that  many  fans  have  been 
waiting  for.  To  give  an  example,  John  has 
finally  resolved  the  question  of  whether 
Riker  and  Troi  will  end  up  together. 

“We  meet  our  characters  at  the  wedding 
of  Will  and  Deanna,”  he  says.  “And  that’s  a 
symbol  of  what  we  tried  to  do  for  the  whole 
movie.  For  all  these  years  we’ve  seen  that 
relationship  building,  we’ve  seen  the  ebbs 
and  flows,  the  Worf  aspect,  and  then  Riker 
and  Troi  getting  together.  We  finally  said, 
‘OK,  let’s  marry  them.  Let’s  do  it.  They 
are  a  couple.’  Now,  what  does  that  mean? 
Do  they  move  on?  Do  they  stay  on  the 
Enterprise?  How  does  it  affect  the  other 
relationships  around  them?  That’s  a  good 
example  of  a  step,  though  certainly  not  the 
most  radical,  that  has  a  sort  of  ripple  effect 
to  the  other  characters  and  to  the  ongoing 
story  of  STAR  TREAT 


monstrously  bloated,  inefficient,  or  inelegant 
movie.” 

He  goes  on  to  say  that  there  were  two  ‘fan 
references’  that  he  did  want  to  include  but 
had  to  abandon  because  there  simply  wasn’t 
the  time.  “One  had  to  do  with  the  dancing 
doctor,  but  I  cut  it  myself.  And  the  other 
really,  really  cool  thing  I  wanted  to  do  I  now 
think  will  be  in  STAR  FRET  XT' 

Given  John’s  desire  to  explore  the  charac¬ 
ters,  it’s  not  surprising  that  he  turned  to  the 
cast  for  help,  and  he  says  that  their  input  was 
invaluable.  “I  had  meetings  with  each  of  them 
because  it  would  be  the  height  of  arrogance 
on  my  part  to  say  to  Marina  Sirtis,  ‘I  know 
Deanna  better  than  you  do;  let  me  tell  you 
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John  says  that  sets  like  the  Romulan  Senate  are  “breathtaking,  ”  but  adds  that 
the  real  grandeur  of  the  movie  comes  from  the  emotions  the  characters  feel. 


of  a  philosophical  level  than  a  purely  plot- 
oriented  one.  “Like  me,  Patrick  really  takes 
this  seriously.  Not  in  a  pompous  way,  but  he 
truly  believes  that  there  is  something  impor¬ 
tant  about  this  STAR  TREK  story.  We  have  a 
responsibility  to  do  something  that  is  somehow 
life-affirming;  which  offers  redemption.  And 
he  was  very  strong  on  making  sure  this  story 
did  that,  and  every  time  we  tried  to  take  an 
easy  way  out  he  wouldn’t  let  us  do  it.” 

One  of  the  practical  difficulties  of  writing 
any  STAR  TREK  movie  is  giving  each  of  the 
characters  their  moment  in  the  sun.  John 
accepts  that  this  is  a  problem  but  says  he  has 
done  what  he  can.  “Some  characters  have 
better  stuff  than  others.  And  because  we’re 
creating  the  whole  mythology  of  Remus,  and 
Shinzon  -  who  has  an  incredibly  complex 
backstory  -  there  was  a  lot  of  time  I  couldn’t 
devote  to  the  crew.” 

Focal  characters 

“I  think  all  the  characters  are  better  treated 
in  this  movie  than  in  any  of  the  other  movies. 
They  all  have  something  to  do,  whereas  in  the 
other  movies  I  don’t  believe  they  did.  Part  of 
that  is  simply  because  we  chose  to  set  a  lot  of 
the  story  on  the  Enterprise  and  we  chose  to  just 
deal  with  our  Starfleet  crew.  We’re  not 
bringing  other  Starfleet  people  into  the 
equation.  Given  a  choice  between  a  scene 
with  Geordi  and  Picard,  and  Barclay  and 
Picard,  Pm  going  to  choose  Geordi;  as  much 
as  I  like  Barclay,  I  need  my  major  characters.” 

Most  STAR  TREK  movies  do  manage  to 
find  something  substantial  for  one  member 
of  the  supporting  cast.  In  NEMESIS  John 
has  chosen  to  concentrate  on  someone  who 
hasn’t  really  been  the  center  of  attention 
since  the  television  series.  “I’ve  just  always 
loved  Deanna,”  he  says.  “And  I  really 


wanted  to  give  Marina  something  to  do. 

So  I  strategically  wove  that  part  of  the  story 
into  major  plot  points,  thinking,  ‘Let’s  give  her 
something  really  cool  to  do  and  make  it  really 
important  to  the  story.’” 

John’s  involvement  with  NEMESIS  didn’t 
finish  when  he  handed  in  his  final  draft  of  the 
script,  and  he  says  that  he  spent  as  much  time 
as  possible  at  Paramount  as  the  movie  went 
into  production.  “I  tend  to  be  pretty  involved. 
Once  I  commit  to  something,  I  really  commit 
to  it.  I’ve  never  been  a  writer  who  would  just 
say,  ‘There’s  your  draft;  I’m  going  to  make 
another  million  on  another  movie!’  Rick 
has  been  great  in  terms  of  seeking  out  my 
opinion.  I  think  that’s  because  he  knows  I 
know  the  world  so  well.” 

From  page  to  screen 

One  of  the  things  John  was  consulted  about 
was  the  casting  for  the  main  villain,  Shinzon, 
and  he  says  he  couldn’t  be  happier  with  the 
actor  that  Rick  and  director  Stuart  Baird 
found.  “I  had  paradigms  in  my  head  of  what 
I  thought  Shinzon  would  look  like,  how  I 
thought  he  sounded,  what  sort  of  rhetorical 
power  he  had.  I  was  very  involved,  watching 
all  the  audition  footage,  and  Tom  [Hardy]  won 
the  part  absolutely.” 

Once  filming  began,  John  made  sure  that 
he  was  available  to  discuss  the  script  with  the 
actors,  who  now  had  to  give  life  to  the  words 
on  the  page.  He  says  that  the  script  was  being 
constantly  refined  as  filming  progressed. 
“Patrick  might  come  to  me  and  say,  ‘This  line 
doesn’t  feel  right;  how  about  this?’  and  I’ll  say, 
‘OK;  try  it  this  way.’  He’ll  do  it  and  I’ll  come 
back  and  say,  ‘Absolutely,  yes,’  or  I’ll  say,  ‘No,  I 
like  it  better  this  way,  and  this  is  why.’  I  did  a 
fair  amount  of  that  with  Patrick  and  Brent, 
because  they,  of  all  the  actors,  are  the  most 


Interview 


concerned  about  the  linguistic  life  of  the 
characters. 

“It’s  a  very  rigorous  process.  [Changes] 
would  usually  go  to  Rick  first,  and  then  to 
me,  wherever  I  was,  and  we’d  talk  it 
through.  Before  we  shot  a  big  scene  with 
Shinzon  and  Picard,  I  spent  a  good  deal  of 
time  going  through  that  scene  with  Tom 
and  Patrick,  talking  it  through  with  them, 
saying,  Are  there  any  things  we  should 
discuss?  Let’s  discuss  them  now.’” 

It’s  obvious  that  John  has  taken  great 
pleasure  seeing  his  script  being  turned  into 
reality,  and  he  freely  admits  to  being  blown 
away  by  some  of  the  sets  and  the  way 
they’ve  been  shot.  “The  Romulan  Senate 
set  is  just  breathtaking.  That’s  something 
very  new  for  STAR  TREK:  to  build  interior 
sets  of  that  magnitude  and  that  scope.  And 
the  way  it’s  been  shot  by  Jeff  Kimball  and 
Stuart  Baird  it  has  an  epic  grandeur  to  it.” 


Focused  story 

Intriguingly,  John  hasn’t  been  a  big 
proponent  of  epic  alien  landscapes;  what 
matters,  he  says,  is  keeping  the  focus  on 
“action  and  adventure.”  The  STAR  TREK 
I  like  most  is  not  the  whimsical  TREK, 
although  I  love  that;  it’s  not  the  romantic 
TREK,  although  I  love  that.  What  I  love  is 
the  bottle  shows.  Rick  was  shocked  at  my 
first  pitch.  I  said,  ‘I  think  the  story  has  one 
exterior  action  sequence,  and  everything 
else  is  on  ships  or  on  planets.’  NEMESIS  is 
a  very  tightly  contained  story  about  the 
individual  characters.  The  Romulans  are 
there,  the  Enterprise  is  here;  what’s  going  to 
happen?” 

But  he  is  quick  to  add  that  this  doesn’t 
mean  the  movie  is  limited  in  terms  of  its 
ambitions  or  scope.  “Grandeur  is  not 
necessarily  the  7  5-mm  lens  and  the  big 
set;  it’s  also  the  grandeur  of  the  emotion. 

We  are  dealing  with  huge  emotions  in  this 
movie,  where  the  actors  are  really  allowed 
to  strut  their  stuff.  If  you  see  a  production 
of  ‘King  Lear’  you  can  see  it  set  around  this 
table  and  it  can  still  take  your  breath  away, 
because  the  ideas  and  the  passions  behind  it 
are  so  overwhelming.  That’s,  I  hope,  what 
we’re  doing  with  NEMESIS .” 

The  intensity  of  the  experience  will 
certainly  leave  the  STAR  TREK  universe 
changed,  and  a  lot  has  been  made  of  the 
movie’s  tagline  -  ‘A  Generation’s  Final 
Journey  Begins.’  “Do  I  think  this  could  be 
a  fitting  end  to  the  NEXT  GEMEKiTION 
story?”  John  says.  “Yes,  I  think  it  could.  I 
hope  it’s  not,  because  I’m  a  fan  and  I’d  like 
to  write  STAR  TREK  A7!” 
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I  Briefing:  Federation  Vessels  2161-2377  


Introduction  to 

Federation  Vessels 


Thousands  of  ships  have  served  the  Federation  since  its  formation  in  2161, 
and  these  vessels  have  been  divided  into  many  classes,  according  to  their  function 

and  the  era  in  which  they  were  designed  and  built. 


tarfleet  began  life  as  a 
purely  human  organisation, 
operating  a  variety  of  warp 
vessels,  including  Enterprise 
NX-01.  However,  it  came  into  its 
own  with  the  formation  of  the 
Federation  in  2161,  and  since 
then  it  has  been  responsible 
for  thousands  of  ships. 

While  some  Federation  vessels 
are  designed  for  one  specific 
task,  most  are  multipurpose  ships 
that  are  capable  of  carrying  out 
a  number  of  functions,  including 
deep-space  exploration,  scientific 
investigations,  contact  with  alien 
life  forms,  implementing  Federa¬ 
tion  policy  and  diplomacy, 
protecting  Federation  outposts 
and  interests  in  conflicts,  and 
emergency  rescue. 

Early  Federation  vessel 

The  Daedalus  class  was  one  of 
the  first  deep-space  exploration 
designs  commissioned  after  the 
formation  of  the  Federation,  and  it 
remained  in  service  for  35  years. 
The  design’s  primary/secondary 
hull  distinction  and  warp  nacelles 
set  a  basic  template  that  is  still 
adhered  to  200  years  later. 


By  the  23rd  century  Daedaius- 
class  ships  had  been  phased  out 
and  replaced  with  ships  such  as 
the  Constitution  class  that  had 
saucer-shaped  primary  hulls. 

Evolving  design 

The  next  major  leap  forward 
in  design  resulted  in  the  Excelsior 
class  in  2285,  and  it  proved  so 
successful  that  many  more  were 
built  over  the  following  decades. 
Many  of  these  were  still  in  service 
in  the  mid-2370’s,  and  saw  action 
in  the  Dominion  War. 

In  the  first  half  of  the  24th 
century,  the  Ambassador  class 
formed  an  intermediate  step 
between  the  Excelsior  and  Galaxy 
classes.  By  the  2360’s,  inter¬ 
stellar  travel  had  become  more 
routine,  and  Galaxy- class  vessels 
such  as  the  U.S.S.  Enterprise 
NCC-1 701-D  were  equipped  with 
all  sorts  of  luxuries,  including 
holodecks  and  full  provision  for 
the  families  of  Starfleet  officers. 

After  the  Borg  attacked  the 
Federation  in  2366,  a  new  set 
of  priorities  informed  starship 
design,  and  Starfleet  developed 
the  Defiant  class,  a  dedicated 


battleship.  This  class  was  signifi¬ 
cantly  different  to  other  starships 
in  the  fleet,  and,  instead  of 
placing  the  warp  nacelles  at  the 
end  of  twin  pylons,  they  were 
moved  much  closer  to  the  main 
hull,  leaving  them  less  exposed. 

Continuing  hostile  threats,  this 
time  from  the  Dominion,  precipi¬ 
tated  the  development  of  another 
battleship,  the  experimental 
U.S.S.  Prometheus  NX-59650. 
This  is  one  of  the  latest  designs 
of  Federation  ship,  and  it  makes 


use  of  its  four  warp  nacelles  to 
split  into  three  separate  vessels, 
so  that  it  can  launch  a  multi¬ 
pronged  assault. 

Other  prominent  classes  of 
vessel  in  the  24th  century  include 
the  long-lived  Constellation  class, 
which  features  four  warp  nacelles; 
the  fast  and  maneuverable 
Intrepid  class,  such  as  the  U.S.S. 
Voyager  NCC-74656;  and  the 
Sovereign  class,  which  marked 
the  next  stage  of  design  evolution 
on  from  the  Galaxy  class. 


CONSTITUTION-class  vessels,  such  as  the 
U.S.S.  ENTERPRISE  NCC-1701,  were  one  of  the 
most  commonly  used  ships  in  the  23rd  century. 


The  development  of  the  U.S.S.  DEFIANT  NX-74205 
was  a  major  departure  from  the  usual  design  of 
starship  employed  by  the  Federation. 


The  U.S.S.  PROMETHEUS  NX-59650  is  among  the 
latest  class  of  starship  to  be  developed.  It  is 
capable  of  splitting  into  three  separate  ships. 
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Federation  Vessels  2181-2377 


Federation  Starships  size  comparison 


GALAXY  class 


AMBASSADOR  class 


EXCELSIOR  class 


AKIRA  class 


NEBULA  class 


PROMETHEUS  class 


U.S.S.  CENTAUR 


NORWAY  class 


SABER  class 


INTREPID  class 


CONSTITUTION  class-refit 


CONSTITUTION  class 


MIRANDA  class 


SOYUZ  class 


FREEDOM  class 


NIAGARA  class 

STEAMRUNNER  class 

NOVA  class 

CONSTELLATION  class 

DEFIANT  class 
OBERTH  class 
DAEDALUS  class 
Tug  class 

SYDNEY  class 
Attack  fighter 
DANUBE  class 
Scout  ship 
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Commissioned:  22nd  century 
Ships:  Daedalus-c lass  starships,  such 
as  the  U.S.S.  Archon,  were  among  the 
first,  vessels  to  be  commissioned  by 
the  United  Federation  of  Planets. 


Length:  114  meters 

Commissioned:  Late  23rd  century 

Ships:  The  small  Oberth  class  was  named  after 

Earth’s  20th-century  German  rocket  scientist  Hermann 

Oberth.  Oberth- class  starships  were  usually  assigned 

to  scientific  missions. 


Length:  289  meters 
Commissioned:  23rd  century 
Ships:  The  most  famous  ship  of  this  class 
was  the  U.S.S.  Enterprise  NCC-1701. 


Commissioned:  23rd  century 

Ships:  Vessels  of  this  class  resembled  runabouts  and  could  be  used  as 
small  transport  ships.  Examples  include  the  U.S.S.  Jenolen  NCC-2010. 
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Commissioned:  24th  century 

Ships:  Captain  Jean-Luc  Picard  commanded 

the  Constellation- class  U.S.S.  Stargazer  NCC-2893. 

This  class  was  well  suited  to  deep-space  exploration 

missions,  and  was  equipped  with  four  warp  nacelles. 


Length:  375  meters 
Commissioned:  Late  24th  century 

Ships:  The  U.S.S.  Centaur  NCC-42043  was  closely  related  to  the  Excelsior 
and  Miranda  classes,  and  saw  action  in  the  Dominion  War. 


Length:  289  meters 

Commissioned:  Late  23rd  century 

Ships:  The  U.S.S.  Enterprise  NCC-1701-A  was  prematurely 

launched  on  a  rescue  mission  to  Nimbus  III. 


Length:  277  meters 
Commissioned:  Late  23rd  century 
Ships:  This  class  included  the  U.S.S. 
Reliant  NCC-1864.  captained  by  Clark 
Terrell,  and  the  U.S.S.  Saratoga  NCC- 
31911,  which  was  lost  at  Wolf  359. 


Length:  442  meters 

Commissioned:  24th  century 

Ships:  This  class  featured  a  large  upper  equipment 

module,  and  included  the  U.S.S.  Phoenix  NCC-65420 

that  was  commanded  by  Captain  Benjamin  Maxwell. 


Length:  467  meters 

Commissioned:  23rd  century 

Ships:  In  2284  the  first  ship  of  this  class,  the  U.S.S.  Excelsior  NCC-2000,  was  launched 
under  the  command  of  Captain  Styles,  as  part  of  a  transwarp  project. 


Commissioned:  24th  century  t 

Ships:  This  traditional-looking  Starfleet  class  included  the  U.S.S.  Wellington 
NCC-28473.  Ensign  Ro  Laren  served  aboard  this  vessel  until  she  was  court- 
martialed  for  disobeying  orders. 


Length:  23  meters 

Commissioned:  24th  century 

Ships:  Danube- class  runabouts  included  Deep  Space  Nine’s 
U.S.S.  Rio  Grande  NCC-72452.  These  vessels  were  larger 
than  standard  Starfleet  shuttlecraft,  and  were  equipped  with 
impulse  and  warp  engines. 


Commissioned:  Late  23rd  century 

Ships:  The  Soyuz  class  was  similar  to  the  Miranda  class 

and  included  the  U.S.S.  Bozeman  NCC-1941. 
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NORWAY  Class 

Length:  364  meters 

Commissioned:  Late  24th  century 

Ships:  The  U.S.S.  Budapest  NCC-64923 
formed  part  of  the  Federation  fleet  that 
engaged  the  Borg  in  Sector  001. 
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trialing:  Federation  Vessels  2161-2377 


Commissioned:  Late  24th  century 

Ships:  The  U.S.S.  Appalachia  NCC-52136  was  a  Steamrunner- class  vessel. 
This  type  of  Federation  starship  had  a  sleek,  streamlined  shape:  its  saucer 
section  was  in  line  with  the  engineering  hull. 


Length:  685  meters 
Commissioned:  Late  24th  century 

Ships:  The  U.S.S.  Enterprise  NCC-1701-E  is  a  Sovereign- class  ship.  The  ves¬ 
sel  was  launched  in  2372,  under  the  command  of  Captain  Jean-Luc  Picard. 


Commissioned:  Late  24th  century 
Ships:  The  Defiant  class  was  designed  to  defend  the 
Federation  against  the  threat  of  the  Borg,  but  design  glitches 
prevented  it  from  being  put  into  general  service.  These  star- 
ships  later  proved  their  worth  during  the  Dominion  war. 


Length:  392  meters 
Commissioned:  Late  24th  century 

Ships:  The  first  of  its  class,  the  prototype  U.S.S.  Prometheus  NX-59650 
featured  ablative  armor  and  a  multivector  assault  mode. 
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Commissioned:  24th  century 
Ships:  The  Freedom  class  U.S.S. 
Firebrand  NCC-68723  was  one  of  the 
ships  lost  in  the  Battle  of  Wolf  359. 


Commissioned:  24th  century 

Ships:  Starfleet  scout  ships  were  small  craft,  designed  to  travel  long  distances 
with  virtually  no  support,  and  were  manned  by  a  single  pilot.  They  were  ideal  for 
exploratory  missions,  and  were  capable  of  dealing  with  many  potential  threats. 


Length:  641  meters 

Commissioned:  24th  century 

Ships:  The  Ga/axy-class  U.S.S.  Enterprise  NCC-1701-D,  captained  by  Jean- 
Luc  Picard,  was  destroyed  during  a  battle  with  a  Klingon  Bird-of-Prey  in  2371. 


IMCC-t-7C3l-CZ 


Length:  526  meters 

Commissioned:  24th  century 

Ships:  The  prototype  vessel  of  this  class  was  the 

U.S.S.  Ambassador  NCC-10521.  Other  ships 

included  the  U.S.S.  Enterprise  NCC-1 701-C. 


Length:  464  meters 
Commissioned:  Late  24th  century 
Ships:  The  U.S.S.  Thunderchild  NCC-63549 
was  part  of  the  Federation  fleet  that  fought 
the  Borg  in  2373. 
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Commissioned:  24th  century 

Ships:  The  Nova  class  was  an  offshoot 
of  the  program  to  design  the  Defiant  class. 
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Length:  344  meters 

Commissioned:  24th  century 

Ships:  The  first  vessel  of  this  class  was  the  U.S.S.  Intrepid  NCC-38907. 
Others  include  the  U.S.S.  Voyager  NCC-7 4656.  _ _ 
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Commissioned:  Late  24th  century 

Ships:  Starfleet  Attack  Fighters  were  versatile  and  formidable 
combat  craft.  Many  were  appropriated  by  the  Maquis.  Attack 
Fighters  were  part  of  the  fleet  that  helped  to  retake  Deep 
Space  Nine  from  the  Dominion-Cardassian  forces. 


Commissioned:  24th  century 
Ships:  Tug-class  vessels  were  not  as  celebrated 
as  other  Starfleet  ships,  but  they  were  nevertheless 
essential  to  starship  operations  and  maintenance. 
They  were  equipped  with  long  mechanical  arms,  used 
for  clamping  onto  and  hauling  ships. 


Length:  364  meters 
Commissioned:  Late  24th  century 
Ships:  The  Saber  class  included  the  U.S.S. 
Yeager  NCC-61947,  which  was  in  use  at  the  time 
of  the  attempted  Borg  invasion  of  Earth  in  2373. 


# 

\  \ 

ft  /  ,  jfj 

- - - - ~ 

Behind  the  Scenes 


ENTERPRISE  Visual  Effects 

Mitch  Suskin  and  Team 


VFX  supervisor  Mitch  Suskin  is  responsible  for  alternate  episodes 
of  ENTERPRISE.  In  the  first  year,  he  got  to  work  with  a  new  Enterprise  and 
to  take  the  crew  to  some  exotic  locations  as  they  set  out  to  explore  the  Galaxy. 


f. 


On  most  of  Mitch’s  shows  he  worked 
with  the  team  at  Foundation  Imaging, 
who  created  CG  effects  for  everything 
from  nebulas  to  starships. 


he  STAR  TREK  visual  effects  team  is 
used  to  challenges;  they  routinely  push 
the  boundaries  of  the  technology  and 
bring  in  movie-quality  effects  on  a 
weekly  television  schedule.  But  the  first 
season  of  ENTERPRISE  presented  them  with 
the  kind  of  challenge  that,  thankfully,  doesn’t 
arise  very  often.  The  pilot,  ‘Broken  Bow,’  had 
as  many  effects  shots  as  a  major  movie,  and 
somehow,  only  a  week  after  it  aired,  the  team 
had  to  produce  another  effects-packed 
episode.  This  presented  VFX  supervisor 
Mitch  Suskin  with  some  very  real  problems. 


‘“Broken  Bow’  was  so  big  that  it  consumed 
all  the  resources  for  producing  visual  effects 
in  the  STAR  TREK  universe,”  he  explains. 

Mitch  isn’t  exaggerating;  STAR  TREK: 
VOYAGER  had  relied  on  two  visual  effects 
houses  -  Foundation  Imaging  and  Eden  FX 
and  both  were  now  working  full  time  on 
‘Broken  Bow.’  The  pilot  also  tied  up  every 
VFX  editing  bay  the  team  could  get  their 
hands  on.  In  fact,  Mitch  was  virtually  the 
only  member  of  the  VFX  team  who  wasn’t 
working  on  ‘Broken  Bow.’ 

He  goes  on  to  say  that  finding  the  staff 


wasn’t  the  biggest  problem.  “We  pulled  in 
people  we’d  worked  with  in  the  past  and  who 
weren’t  currently  part  of  the  team;  it  was 
great  to  work  with  them  again.  But  the  real 
problem  was  that  we  couldn’t  find  space  or 
resources  to  do  the  shots.”  Eventually,  of 
course,  he  did  manage  to  find  a  bay  to  work 
in,  but  even  so  there  were  some  other,  under¬ 
standable  complications. 

The  first  regular  episode  of  the  season, 
‘Fight  or  Flight,’  went  into  production  while 
the  effects  were  still  being  developed  for 
‘Broken  Bow.’  Since  ENTERPRISE  was  set 
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1  Mitch  had  to  produce  the  effects  for  ‘Fight  or  Flight’  before  work  had  finished  on  the  pilot.  This  meant  working  with  some  unfamiliar 
I  faces  at  Eden  FX,  but  he  says  that  once  they  got  used  to  one  another  they  were  able  to  create  some  good  shots. 


I  in  an  unfamiliar  time  period,  the  producers 
}  wanted  to  reinvent  the  look  of  all  the  familiar 
‘  effects,  including  the  transporters  and  the 
|  phasers.  They  were  also  devoting  as  much 
I  time  as  possible  to  making  sure  that  the  ship 
itself  looked  just  right. 

“When  1  started  ‘Fight  or  Flight,’”  Mitch 
remembers,  “the  Enterpiise  model  wasn’t  even 
i  finished.  We  knew  what  it  was  going  to  look 
like,  but  we  didn’t  have  a  complete  model. 

|  That  meant  we  couldn’t  do  the  final  renders, 

|  because  the  ship  was  still  being  fine-tuned. 

|  We  got  to  a  certain  point  on  all  the  shots  and 
I  then  we  just  had  to  wait.” 

New  starship 

Although  he  had  to  wait  for  the  final  model, 
j  Mitch  says  that  he  was  very  impressed  with 
the  design  of  the  new  Enterprise.  “It’s  been 
a  fun  ship  to  work  with.  I  think  it’s  a  pretty 
|  good  design,  and  it  has  many  more  cool 
angles  than  the  Voyager  did,  even  though  I 
liked  that  ship.  It’s  going  back  more  toward 
the  traditional  Starship  Enterprise  look.  We’re 
doing  much  more  closeup  work  with  it 
because  we  don’t  use  transporters  as  much. 

We  have  a  lot  more  shots  of  ships  docking 
with  the  Enterprise  or  dropping  out  of  the 
bottom.  The  only  problem  we  have  with  it 
is  that,  if  you  get  it  too  much  on  edge,  it  sort 
of  disappears  because  it’s  so  thin.” 

Part  of  the  work,  and  the  excitement,  of 
working  on  ‘Fight  or  Flight’  was  finding  out 
how  best  to  light  the  ship,  and  which  camera 
angles  worked  best.  Mitch  says  these  problems 
came  to  the  fore  in  the  final  scenes,  when  the 
alien  attackers  attempt  to  board  Enterprise. 
“The  alien  grappling  hooks  caused  problems 
in  two  ways.  I  don’t  think  anybody  will  ever 
notice,  but  there’s  a  scale  issue  in  that  the 
dialogue  is  talking  about  things  in  terms 
of  a  meter  or  two  when  this  foot  is  coming 
down;  in  fact  it  should  be  many  tens  of 
meters,  based  on  the  scale. 

“We  also  had  a  little  trouble  with  those 
shots,  just  because  we  weren’t  prepared  to  be 
as  close  to  the  Enterprise  as  we  needed  to  be. 


I  don’t  think  we’d  worked  out  all  the  surface 
details  on  the  ship;  just  figuring  out  how  to 
get  the  right  angles  took  a  bit  of  thinking.” 

Another  thing  that  involved  a  lot  of  head 
scratching  was  the  transporter  effect;  origi¬ 
nally,  the  idea  was  to  approach  the  transporter 
in  a  completely  new  way.  “We  were  going  to 
do  a  true  3D  effect;  that  way  we  could  move 
the  camera  and  shoot  at  odd  angles.  I  guess, 
if  I  made  one  contribution  to  the  pilot,  it  was 
that  I  said,  ‘You  know,  a  3D  transporter  would 
be  nice,  but  let’s  just  make  it  2D  because,’  he 
laughs,  ‘we  need  it  now!”’ 

One  thing  that  did  get  completely 
reinvented  was  the  ship’s  torpedoes,  which 
were  fired  several  times  in  ‘Fight  or  Flight.’ 

“In  the  past,  things  like  torpedoes  have  always 
been  animation  effects.  It  was  decided  that  in 
EJVTERPRISE  the  torpedoes  would  actually 
be  little  models  that  would  have  a  glowy 
aspect  light  to  kind  of  tie  them  in  to  what’s 
been  going  on.  So  it  became  a  3D  effect  and 
not  just  a  2D  animated  effect.” 


The  show  ended  with  an  effect  that  made 
use  of  the  CG  models  of  the  actors  that  had 
been  made  for  the  pilot.  When  Phlox  and 
Hoshi  deposit  the  tiny  slug  on  the  alien  world, 
there  is  a  long  shot  in  which  both  of  them  are 
CG  models,  as  is  the  slug  that  crawls  away  to 
find  a  new  home. 

Unusual  challenges 

On  the  next  show,  Mitch  was  reunited 
with  his  regular  team  at  Foundation  Imaging, 
who  finally  wrapped  up  their  work  on  ‘Broken 
Bow’  a  week  or  so  before  it  aired.  “I  like  the 
effects  in  ‘Unexpected,’”  Mitch  says.  “And 
I  like  our  work  in  it,  because  it  isn’t  merely 
flying  the  ships;  we  had  to  do  different  things. 
They  really  threw  us  some  challenges  that  we 
had  fun  with.” 

As  Foundation’s  Rob  Bonchune  recalls,  the 
biggest  challenge  was  undoubtedly  the  scene 
at  the  very  beginning,  when  the  gravity  goes 
off  line  while  Archer  is  in  the  shower.  ‘John 
Teska  spent  the  whole  episode  doing  that 


The  only  things  in  this  picture  that  are  real  are  the  two  actors  and  the  sand  that  is  falling 
from  Trip’s  hands;  everything  else  is  computer  generated. 
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sequence,”  he  laughs. 

Mitch  explains  that  the  loss  of  gravity 
meant  that  the  water  coming  out  of  the 
shower  had  to  turn  into  bubbles  and  float 
away.  “The  water  is  on,  the  gravity  stops,  and 
then  he  turns  the  shower  off.  So  we  have  a 
segment  where  the  water  is  still  flowing  from 
the  shower  head  but  there  is  no  gravity  any 
more.  We  had  to  have  part  of  it  as  real  water, 
and  part  of  it  as  digital  water.  The  tricky  bit 
was  trying  to  figure  out  where  the  transition 
would  occur;  when  we  turned  the  shower  off 
we  didn’t  want  it  dripping,  because  that  would 
give  it  away.  We  were  a  little  bit  worried  about 
water  running  down  his  body  too.” 

In  order  to  cover  every  possibility,  Mitch 
filmed  the  entire  scene  with  the  shower  on 


and  again  with  it  off.  For  some  of  the  scene 
Scott  Bakula  was  suspended  on  wires,  which 
were  digitally  removed  in  post-production, 
and  for  the  rest  of  it  he  was  sitting  on  a 
see-saw  apparatus  that  was  hidden  behind 
the  shower  door. 

When  the  footage  was  delivered  to 
Foundation,  they  decided  that  it  would  be 
better  to  work  with  the  dry  version  of  the 
scenes  and  add  all  the  water  digitally.  “It 
was  easier  to  not  have  any  real  water  at  all,” 
Rob  says,  “because  if  you  had  one  shot 
where  there  was  water  bouncing  around, 
John  would  have  been  totally  locked  into 
matching  that.  And  if  what  he  came  up  with 
didn’t  look  right,  or  something  was  wrong 
with  it,  it  would  have  been  much  more 


complicated  to  fix  it.” 

The  digital  water  was  so  successful  that  the 
producers  actually  found  themselves  asking 
John  to  move  individual  bubbles  of  water, 
rather  than  worrying  about  the  overall  look  of 
the  shot.  “It  was  just  unbelievable,”  Rob  says. 
“Of  course,  to  some  extent  you  know  you  are 
watching  an  effect  -  just  because  of  what’s 
happening  but  it  was  pretty  impressive!” 

As  it  turned  out,  water  was  something  of 
a  theme  for  this  episode.  When  Trip  went 
over  to  the  Xyrillian  ship  there  were  tanks 
full  of  alien  eels,  and  when  Ah’len  took  him 
to  the  holodeck  she  created  an  ocean.  “The 
eels  were  funny,”  Rob  smiles.  “I  think  it  only 
took  a  few  days  to  get  the  look  right  and  have 
them  moving  in  a  way  that  was  believable;  the 


The  sequence  of  pictures  taken  by  ENTERPRISE’S  spy  satellite  ended  on  this  shot  of  a  street,  which  combined  real  photography 
(as  seen  in  the  detail  picture  on  the  right)  with  an  electronic  painting  created  by  Foundation’s  Pierre  Drolet. 


Behind  the  Scenes 


The  shot  showing  Archer  and  Daniels  surrounded  by  futuristic  graphics  was  one  of  the 
most  complicated  effects  of  the  entire  year.  It  was  put  together  by  Fred  Pienkos  at 
Eden  FX,  who  worked  closely  with  Dan  Curry  to  get  the  look  just  right. 


Foundation  managed  to  perfect  the  technique  they  used  for  creating  nebulas  on  ‘Cold 
Front.  ’  The  shot  relies  on  still  pictures  of  real  clouds  they  took  outside  their  office. 


rest  of  the  time  was  just  perfecting  what 
everybody  wanted.  It  was  like  ‘OK,  we  don’t 
like  the  color  of  the  water,’  ‘There  are  too 
many  eels,’  ‘Now  there  aren’t  enough  eels,’ 
‘OK.  Now  we  want  them  going  in  different 
directions.’” 

The  scenes  in  the  holodeck  were  somewhat 
more  complicated;  Trip  and  Ah’len  were 
filmed  against  a  greenscreen,  sitting  in  a 
boat  that  was  resting  on  some  tires  so  that 
it  moved  slightly  as  they  talked.  The  ocean 
around  them  then  had  to  be  generated  digi¬ 
tally.  “The  water  stuff  was  pretty  tough,” 

Rob  says.  “Getting  little  wavelets  around  the 
boat  involved  a  lot  of  work.  There  was  some 
hobbling  in  the  boat,  and  you  had  to  make 
sure  the  water  around  it  would  work  with 
that.  It  wasn’t  heavy-handed,  but  the  water 
had  to  react  to  it.  That  was  a  bit  challenging.” 

Virtual  environment 

The  holodeck  also  involved  some  CG  work 
that  even  professionals  might  not  be  able  to 
spot.  “The  interesting  thing,”  Mitch  explains, 
“is  that  the  entire  scene  is  completely  virtual, 
except  for  Trip  and  Ah’len.  There  are  some 
closeups  where  there’s  just  a  painted  backdrop 
behind  them,  but  everything  else  is  digital.” 

Rob  goes  on  to  say  that  these  shots  were 
handled  by  Dave  Morton.  “They  were  incred¬ 
ible.  There’s  one  shot  where  she’s  kneeling 
and  the  camera  is  pointed  down  toward  the 
ground.  It  looks  like  live  action  ground,  but 
there  was  nothing  on  the  film,  just  a  green- 
screen.  I  was  looking  at  it,  going  ‘If  no  one 


Behind  the  Scenes 


Most  of  the  effects  in  ‘Sleeping  Dogs’  involved  ships  and  clouds  of  gas,  both  of  which 
are  things  the  team  at  Foundation  are  used  to  working  with. 


Everything  beyond  the  door  in  this  shot  is  a  CG  model  that  was  created  by  John  Teska,  who 
specializes  in  creature  animation.  He  worked  closely  with  Dan  Curry  to  design  the  targs. 


had  told  me  that  was  CG  ground,  I’d  never 
have  known.'  I  guarantee  most  people  would 
think  they  used  real  ground  in  the  closeup.” 

The  episode  ended  with  the  crew  catching 
up  with  a  Klingon  ship  that  was  being  shad¬ 
owed  by  the  Xyrillians.  This  was  one  of 
the  rare  instances  where  time  and  money 
pressures  forced  the  team  to  scale  back  their 
ambitions.  As  Rob  explains,  John  Eaves  had 
designed  a  new  Klingon  ship  specifically  for 
this  scene.  “It  was  kind  of  the  same  shape  as 
the  original  Klingon  battle  cruiser;  just  a  little 
more  primitive.  The  way  John  had  done  it  was 
very  much  like  the  original  series  one,  so  it 
had  very  few  windows,  and  they  were  small 
and  red.  So,  when  I  dropped  the  ship  into  the 
scenes  that  we  had  worked  out,  you  couldn’t 
see  that  it  had  windows.  At  the  time,  it  never 
dawned  on  me  that  this  would  be  an  issue,  but 
I  understand  why  it  is,  because  in  STAR  TREK 
if  there  are  windows  they  are  obvious.” 

No  time 

The  producers  saw  the  model  only  a 
few  working  hours  before  the  show  was  due 
to  be  delivered.  They  decided  it  could  only  be 
used  with  major  changes,  but  after  their  work 
on  ‘Broken  Bow’  the  team  was  simply  too 
exhausted  to  work  through  the  night  in 
a  desperate  attempt  to  get  the  shots  ready. 
Instead,  the  producers  made  the  decision  to 
use  an  old  model.  “We  wound  up  going  back 
to  a  version  of  the  Klingon  ship  that  had  been 
built  for  DEEP  SPACE  NINE”  Mitch  says. 

“But  that  particular  type  of  Klingon  ship  will 
not  be  used  again,  because  they  decided  that 
it  just  didn’t  fit  into  their  vision  for  this 
universe.” 

Rob  admits  that,  he  for  one,  is  sorry  the  old 
ship  was  used,  but  acknowledges  there  was  no 
alternative.  “As  a  fan  I  really  regret  that  that 
ship  is  in  there,  but  people  were  just  working 
too  much.  After  ‘Broken  Bow,’  everyone  had 
already  worked  so  much  overtime.” 

Matte  paintings 

Fortunately,  on  the  next  few  shows,  the  VFX 
team  had  a  relatively  light  workload  that  gave 
them  a  chance  to  catch  their  breath.  ‘The 
Andorian  Incident’  only  involved  a  shuttle 
landing  and  taking  off  at  the  monastery  on 
P’Jem  and  a  shot  of  the  Vulcan  listening 
station  hidden  in  the  catacombs.  Both  the 
monastery  and  the  listening  station  were 
matte  paintings  created  by  Eric  Chauvin. 

“The  figures  in  there  are  real  people  we  shot 
on  a  set  against  a  greenscreen,”  Mitch  says. 

“I  wish  there  had  been  a  few  more  cuts 
showing  that  little  station,  because  we  tried 


to  tell  so  much  from  one  angle.  The  painting 
itself  turned  out  right,  but  we  wanted  to  be 
wide  to  get  the  idea  that  it  was  big,  but  you 
also  wanted  to  be  a  little  closer  to  get  the 
sense  of  what  you  were  looking  at.” 

The  next  show,  ‘Civilization,’  was  also 
relatively  light,  but,  as  Rob  remembers,  it 
did  call  for  one  particularly  challenging  shot. 
“That’s  the  one  where  we  zoom  in  on  the 
planet.  It’s  pretty  tough  getting  that  stuff  to 
look  as  real  as  possible.  That  was  done  by 


Trevor  Pierce,  with  the  help  of  John  Teska. 
Pierre  Drolet  did  a  really  good  matte  painting 
for  the  last  closeup.  There  was  this  little  spot 
where  they  were  going  to  put  the  people,  who 
were  shot  on  a  greenscreen.  Pierre  took  a  still 
of  the  set  they  had  built  and  just  extended 
everything  out,  and  it  is  perfect.  It  looked 
totally  like  the  set;  even  Mitch  was  pretty 
impressed.  I  work  with  some  talented  people!” 
The  shots  were  somethin?  new  for 

o 

Foundation,  and  Rob  says  they  have  found 
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' Fusion '  took  the  ENTERPRISE  into  yet  another  nebula  effect.  The  technique  that 
Foundation  used  allowed  them  to  change  the  details  while  maintaining  the  overall  look. 


1  that  on  ENTERPRISE  they  often  have  things 
to  do  that  aren’t  just  spaceships  and  anorn- 
!  alies.  “It  seems  we’re  doing  that  kind  of  work 
more  and  more  with  ENTERPRISE.  We’ve 
still  got  to  do  it  in  a  three-week  window,  so 
what  was  our  learning  curve?  Two  weeks. 

You  just  do  it,”  he  smiles,  “and  you  hope  it’s 
going  to  work.  So  far,  we’ve  always  managed 
to  pull  it  off.” 

This  episode  also  involved  a  shot  when 
Archer  discovers  the  hidden  mining  station. 
Since  some  of  the  machinery  was  moving, 
this  was  also  handled  by  Foundation,  and 
John  Teska  created  a  shot  that  combined 
3D  and  2D  elements. 

Into  the  nebula 

After  a  brief  respite,  Mitch  and  his  team 
found  themselves  faced  with  one  of  the 
biggest  episodes  of  the  year.  ‘“Cold  Front’ 
was  a  big  show,”  he  says,  “and  a  lot  of  fun 
to  work  on.”  Once  again,  the  show  featured 
the  ship  flying  through  a  nebula.  This  was 
something  that  had  been  needed  so  frequently 
on  VOYAGER  that  the  team  had  started 
referring  to  it  as  the  ‘anomaly  of  the  week.’ 
Flowever,  Rob  says  it  was  only  now  that  they 
worked  out  the  best  way  to  approach  these 
shots.  “This  was  where  we  really  figured  out 
how  to  do  the  inside  of  a  nebula  in  a  way 
.  that  we  could  use  again  and  again.  We’d 
worked  it  out  on  the  pilot,  but  this  was  the 
first  real  test.  We  went  outside  and  took 
pictures  of  the  clouds  in  the  sky,  cut  them  out, 
and  manipulated,  moved,  and  tinted  them.” 


These  2D  pictures  were  then  combined 
with  special  3D  tricks  that  were  used  to  create 
a  feeling  of  depth.  Considerable  attention  was 
paid  to  the  lighting  and  the  way  the  clouds 
faded  around  the  edge  of  the  ship.  Impressive 
as  the  nebula  was,  Mitch  says  it  was  basically 
something  that  they  had  done  before.  “The 
real  thing,”  he  says,  “was  the  stuff  that 
happens  in  the  shuttlebay  when  it’s  decom¬ 
pressed.  We  finally  got  to  open  the  bomb  bay 
doors  and  have  Archer  suspended  over  that; 
there  were  some  complicated  shots  there.” 

He  goes  on  to  explain  that  in  the  real  set 
the  doors  are  simply  painted  on  the  concrete 
floor,  so  the  open  doors  had  to  be  created 
digitally.  “The  logistics  of  that  were  compli¬ 
cated  because  it  was  all  shot  on  a  real  set.  In 
some  cases,  we  laid  a  greenscreen  on  the  floor, 


and  in  others  we  just  worked  with  what  was 
there.  Obviously,  we  used  the  digital  model 
for  the  shot  of  Silik  falling  out  of  the  ship, 
and  the  props  that  fall  out  start  out  as  real 
props  and  then  turn  into  digital  props.  I  was 
very  pleased  with  it,  and  I  hope  we  get  to  do 
that  kind  of  thing  again.  I  just  think  it’s  really 
cool  to  be  able  to  look  out  of  the  bottom  of 
the  ship  as  you’re  flying.” 

The  CG  Suliban  model  was  also  used  for 
the  scene  where  Silik  interferes  with  Enterprise’ s 
engines  by  twisting  his  arm  into  an  impossible 
position.  “I  think  you  have  to  be  careful  with 
that  sort  of  thing,”  Mitch  reflects,  “because, 
no  matter  how  well  you  do  it,  it’s  always  going 
to  look  strange.  The  minute  you  take  some¬ 
thing  that  looks  like  it  has  bones  and  flesh  and 
you  bend  it,  it  stops  being  a  person  and  looks 
plastic.  Even  if  someone  could  really  do  it,  it 
would  look  cartoony.” 

Advanced  technology 

This  episode  also  involved  several 
examples  of  Daniels’  future  technology.  He 
is  able  to  walk  through  walls,  ‘dies’  in  an 
unusual  explosion,  and  shows  Archer  an 
incredibly  advanced  graphic.  The  phasing 
through  walls  was  relatively  straightforward, 
and  was  accomplished  using  established  video 
editing  technology;  but  the  explosion  and  the 
temporal  graphics  were  something  new,  and 
they  both  involved  Mitch’s  boss  Dan  Curry. 

Rob  says  that,  when  Dan  takes  on  a  special 
project  like  this,  he  always  devotes  himself  to 
it  100  percent.  “When  Dan  says,  ‘OK,  this  is 
my  pet  project,’  he’s  heavily  involved,  and  he 
doesn’t  walk  away  from  it.  He  really  is  hands 
on,  and  he  gets  involved  with  all  the  details; 
he’ll  be  there  every  other  day,  sitting  down 
with  that  animator  to  do  the  shot.  The  results 
are  always  spectacular.  He  is  just  incredibly 
talented,  and  I’ve  learned  so  much  from  him.” 


Behind  the  Scenes 


The  explosion  was  handled  at  Foundation, 
but  for  the  graphics  Dan  called  on  the  exper¬ 
tise  of  Fred  Pienkos  at  Eden  FX.  “Mike 
Okuda  came  up  with  the  original  concept,” 
Dan  explains,  “and  he  made  a  lot  of  the 
elements.  I  took  those  over  to  Eden  and, 
working  with  Fred  [Pienkos] ,  we  came  up 
with  what  you  saw  in  the  final  show. 

“It  was  incredibly  complicated;  there  were 
many,  many  layers,  and  they  had  individual 
moving  parts.  Rick  Berman  wanted  to  not 
have  any  literal  depictions  of  what  was  being 
discussed.  Imagine  that  Daniels  points  at  the 
graphic  and  says,  ‘FI ere ’s  the  building  of  the 
pyramids.’  They  didn’t  want  to  have  a  picture 
of  pyramids  being  built;  they  wanted  to  indi¬ 
cate  the  date,  like  somebody  looking  at  a 
calendar.  If  it  was  the  fourth  of  July,  you 
wouldn’t  have  a  picture  of  fireworks.” 

In  the  simplest  terms,  the  shot  was  made 
up  of  dozens  of  different  layers  that  had  to 
go  behind  and  in  front  of  the  actors,  who 
were  filmed  against  a  greenscreen. 

Making  targs 

The  exertions  of  ‘Cold  Front’  were  followed 
by  ‘Dear  Doctor’;  there  were  a  few  shots  of 
Enterprise  in  space  and  some  impressive  matte 
paintings  that  were  created  by  Eric  Chauvin, 
but  by  STiR  TREK  standards  there  is  no 
denying  that  it  was  a  light  episode.  ‘Sleeping 
Dogs,’  was  a  bigger  show,  but,  Mitch  says,  all 
the  effects  were  relatively  straightforward. 

The  gas  giant  was  created  with  the  same 
techniques  that  had  been  used  to  create  the 
nebula  in  ‘Cold  Front,’  and  the  Klingons 
finally  got  a  new  ship,  which  was  built  by 
Pierre  Drolet,  and  based  on  a  John  Eaves 
design  and  a  Doug  Drexler  study  model.  In 
fact,  Rob  says,  the  most  demanding  shot  was 
only  on  screen  for  a  few  seconds.  “The  targs 
were  a  big  deal,  even  though  they  were  in  a 
throwaway  shot.  Everything  beyond  that  door 
Hoshi  opens  was  CG.  John  Teska  had  to 
build  the  pig;  Dan  was  in  on  that  too.  They 
sat  there  getting  this  thing  to  look  right.  Then 
it  was  a  big  deal  getting  it  approved  and 
putting  three  of  them  in  there,  and  attaching 
them  to  the  chains,  building  the  whole  room 
and  putting  straw  on  the  floor.” 

By  now,  the  effects  team  was  in  their 
quietest  period  of  the  year,  and  for  both 
‘Fusion’  and  ‘Acquisition’  they  only  produced 
a  handful  of  shots.  However,  they  would  be 
involved  in  one  more  major  show  before  the 
year  was  out.  For  ‘Detained’  they  had  to  build 
the  Tendaran  prison,  several  different  ships, 
and  stage  a  pitched  battle. 

“At  one  time,”  Mitch  remembers,  “we 


The  only  major  job  the  VFX  team  had  on  ‘Acquisition’  was  building  the  Ferengi  vessel , 
though  Mitch  enjoyed  the  opportunity  to  create  his  own  version  of  the  Ferengi  whip. 


The  Tendaran  detention  center  in  ‘Detained’  was  a  CG  model  that  allowed  the  producers 
to  show  it  from  several  different  angles  and  at  different  times  of  day. 
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Behind  the  Scenes 


i  talked  about  actually  building  miniatures 
I  for  the  prison,  but  we  decided  it  would  be 
|  too  time-consuming  and  too  expensive.  Also, 

I  think  the  battle  may  originally  have  been 
I  written  during  the  day,  and  we  asked  that  it 
I  occur  at  night  to  make  it  more  do-able,  and 
1  also  because  the  explosions  work  better  in 
|  the  dark.” 

As  Rob  explains,  setting  the  action  at  night 
j  had  some  very  real  advantages  for  the  team 
I  at  Foundation.  “Making  things  look  photo- 
I  real  in  daytime  is  tough.  Not  that  we  wouldn’t 
I  have  done  it,  but  you  can  get  away  with  more 
J  at  night.  You  don’t  have  to  worry  as  much 
about  the  textures  on  certain  things  looking 
really,  really  real,  because  you  can’t  see  them; 
you  don’t  have  to  bother  putting  detail  on  the 
areas  that  are  dark.  It  just  makes  it  easier 
because  there’s  less  painting  and  fewer  little 
)  details.” 


Foundation  built  a  new  Vulcan  shuttle  for  ‘Fallen  Hero ,  ’  which  Rob  describes 
as  “the  snail  ship”  because  of  its  shape. 


\  CG  prison 

Nevertheless,  there  was  a  shot  of  the  deten- 
I  tion  complex  that  was  set  in  broad  daylight,  so 
Pierre  Drolet  had  to  build  the  model  to  a  very 
high  standard.  “My  guys  always  overbuild,” 
Rob  says,  “so  that  wasn’t  a  problem.  All  the 
I  ground  and  the  prison  was  full  CG.  I’m  never 
completely  satisfied;  it  doesn’t  look  completely 
real,  but  it  looks  pretty  good.  We  got  a  lot  of 
praise  for  that  one.” 

Foundation  then  closed  the  year  out  with 
two  very  light  episodes.  They  upgraded  the 
Vulcan  cruiser  and  created  a  tiny  Vulcan 
shuttle  for  ‘Fallen  Hero,’  then  in  ‘Two  Days 
and  Two  Nights’  they  had  a  few  shots  of 
shuttles  landing  and  taking  off,  and  Sherry 
Hitch  created  the  morph  sequence  where  the 


two  girls  in  the  bar  turned  into  hulking  aliens. 

Life  was  almost  as  easy  for  Mitch;  there  was 
a  certain  amount  of  work  creating  weapons 
fire  in  ‘Fallen  Hero,’  and  the  last  show  mostly 
involved  matte  paintings.  “Most  of  the  stuff 
was  pretty  subtle,”  Mitch  explains,  “extending 
the  sets  or  the  views  of  the  bay  and  the  beach. 
It  was  all  pure  painting,  including  the  water.” 

Matte  paintings  were  also  used  to  turn  one 
holiday  villa  into  two.  “There  was  only  one 
villa,  and  we  had  to  use  that  for  Archer  and 
his  girlfriend.  When  he  looks  down  at  her, 
he’s  actually  looking  at  the  set  he’s  standing 
in!  The  house  itself  is  practical  —  it  had  no 
roof;  most  of  it  is  a  set.  So,  when  Archer  looks 


down,  obviously  all  that  was  around  it  was  a 
concrete  stage  floor.  All  of  the  foliage,  and  the 
plants,  and  everything  outside  the  little  wall 
was  painting.” 

Mitch  and  his  team  ended  the  year 
exhausted  but  happy.  “On  this  show,  its  been 
great,”  he  says,  “because  everything  is  brand 
new.  Even  for  the  races  that  we  are  familiar 
with,  we’re  creating  new  ships.  And  we’ve  got 
to  do  some  new  kinds  of  effects.”  They  are 
equally  excited  by  ENTERPRISER  second 
year,  which  they  promise  will  continue  to 
take  effects  into  new  territory,  as  Archer 
and  his  crew  push  further  and  further  into 
the  Galaxy. 


In  ‘Two  Days  and  Two  Nights,  we  got 
to  see  far  more  of  Risa  than  ever 
before,  courtesy  of  Foundation 
Imaging  and  some  matte  paintings 
that  were  created  by  Bill  Mather. 


Behind  the  Scenes 


After  a  season  opener  that  wrapped  up  the  two-parter  'Redemption/  Michael 
Westmore  and  his  team  went  on  to  create  a  range  of  aliens  that  included  the  first 
appearance  of  the  Bajorans,  and  won  an  Emmy  award  for  'Cost  of  Living.’ 


‘Darmok’  was  the  second  show  of  the  season.  As  well  as  Captain 
Dathon’s  makeup,  Michael  had  to  create  the  monster  who  eventually 
killed  him,  seen  only  in  shimmering  outline  on  screen. 


An  early  challenge  in  STAR  TREK: 

THE  NEXT  GENERATION  Season 
Five  was  the  creation  of  a  new  race, 
the  Tamarians,  in  ‘Darmok,’  plus 
the  powerful  monster  that  battled 
with  Captain  Picard  and  the  Tamarians’ 
commander,  Captain  Dathon.  Dathon  was 
played  by  Paul  Winfield,  known  to  STAR 
TREK  fans  for  his  role  as  Captain  Clark 
Terrell  in  STAR  TREK  II:  THE  WRATH 
OF  KHAN.  “Paul  was  very  nice,”  Michael 
Westmore  remembers.  “He  didn’t  complain 
at  all!  It  was  a  full  makeup  -  a  full  head  -  and 
it  probably  took  around  three  hours  to  get 
him  into  it.  We  could  reuse  the  head  on  a 
daily  basis  because  there  were  overlapping 
pieces  that  went  over  it,  so  once  we  got  it  all 
painted  I  could  just  recycle  the  head.  I  still 
have  Paul’s  molds,  and  I  still  have  the  head!” 


Enormous  mold 

Michael  and  the  team  had  a  more  onerous 
task  with  the  monster.  “Not  only  did  we  make 
him,  but  that  was  the  mold  that  I  got  a  hernia 
on!  It  was  a  huge,  giant  mold.  I  have  the  old 
head  still  it  hasn’t  disintegrated,  and  we 
haven’t  thrown  it  away.  You  never 
really  saw  it  on  camera  as  such;  it 
was  always  done  as  a  special  effect. 
We  made  it,  and  they  dressed  him  up  - 
they  made  a  costume  for  him 
and  everything  -  and  then 
it  was  shot  bluescreen.” 

‘Ensign  Ro,’  the  following 
week,  was  a  significant  show, 
with  the  appearance 
of  Michelle  Forbes  as 
the  first  Bajoran.  “They 
told  me  they  were  going 
to  have  this  really  pretty 
girl  coming  in  and  that 
we  had  to  make  her  into 
some  type  of  an  alien,  so 
I  got  a  cast  of  her  face.  We 
were  actually  shooting  up  in 
Griffith  Park  and  I  sat  on  the 


50 


‘Ensign  Ro’  introduced  STAR  TREK’s  first 
Bajoran.  Michelle  Forbes’  nosepiece  was 
more  elaborate  than  later  prosthetics  on 
STAR  TREK:  DEEP  SPACE  NINE. 

step  of  the  makeup  trailer  and  sculpted 
up  this  litde  nosepiece  that  was  eventually 
approved,  because  it  didn’t  take  away  from 
her  looks  at  all.  They  wanted  it  to  be  subtle; 
you  didn’t  really  see  it  at  all  from  a  distance. 
Coming  out  of  the  bridge  of  her  nose, 
though,  were  these  two  little  wings,  but 
then  when  DEEP  SPACE  NINE  started  we 
eliminated  them  because  it  was  too  difficult  to 
give  that  to  masses  of  makeup  artists;  they  had 
problems  with  it  -  if  they  didn’t  get  it  down 
absolutely  perfect,  you  could  see  an  appliance 
on  the  forehead.  And  Ro’s  nose  was  very  small 
compared  to  the  other  Bajoran  noses  that  we 
got  into  on  DEEP  SPACE  NINE;  it  was  prob¬ 
ably  one  of  the  smallest  ones  we  ever  had.” 

Sticky  babies 

The  only  makeup  challenge  in  ‘Disaster’ 
was  Keiko’s  newborn  baby,  delivered  in  Ten- 
Forward  during  a  shipwide  crisis  with  the  aid 
of  a  discomfited  Worf.  Michael  says,  “There 
are  state  laws  that  govern  what  you  can  put 
on  babies.  Most  of  the  time  we’ve  used  a 
newborn  baby  on  the  show  it’s  done  with 
cream  cheese  -  whipped  -  and  cherry  jam. 
They’re  sticky  little  things!  Interestingly 
enough,  you  can’t  use  strawberry;  it’s  illegal, 
because  people  have  allergies  to  strawberries. 
And  the  baby  can  only  be  under  the  lights  for 
a  matter  of  seconds;  they  have  to  get  in  and 
establish  that  very  quickly,  usually  a  closeup 


The  requirement 
for  Etana  Jol  in 
‘The  Game’  was  that 
the  character  had  to 
be  attractive  as  well 
as  alien. 


shot,  and  then  come  off  the  baby.” 

These  days,  it’s  possible  to  use  a  ‘prop’  baby 
instead  of  a  live  one.  “There  is  a  shop  that 
makes  babies  and  we’ve  used  them  in  the  past; 
they  have  mechanics  in  them  and  their  eyes 
blink  and  their  little  hands  move.  We  used 
them  on  VOYAGER,  but  things  like  that  were 
not  available  back  in  TNG.” 

Michael’s  brief  for  Etana  Jol  in  ‘The  Game’ 
was  to  “keep  her  gorgeous!”  He  recalls,  “We 
did  a  forehead  -  I  raised  her  forehead  and 
pushed  her  hairline  back  -  and  we  wanted  to 
accentuate  her  eyes.  The  edict  was  to  not  take 
away  any  of  her  looks,  and  give  her  not  an 
alien  but  a  humanoid  look.” 

Then  came  ‘Unification,  Parts  I  and  II’  - 
very  important  shows  because  they  saw  the 
return  to  STAR  TREK  of  Spock,  and  also  his 
father,  Sarek.  “I  remade  Mark  Lenard’s  ears, 


Keiko’s  newborn  daughter  was  smothered 
in  cream  cheese  and  cherry  jam  -  the 
usual  way  of  ‘making  up’  a  live  baby. 
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Behind  the  Scenes 


‘Unification’  called  for  Picard  and  Data  to  be  disguised  as  Romulans.  The  two 
actors  received  their  ‘own’  prosthetics ,  which  Michael  still  has  in  his  makeup  lah. 


Sela  was  only  half-Romulan ,  and  was  fitted 
with  just  eartips,  rather  than  full  makeup. 


Dr.  Toby  Russell  created  a  new  spine  for 
the  injured  Worf  in  ‘Ethics.  ’ 


but  with  Leonard  I  think  we  purchased  ears 
from  the  man  who  had  the  molds  from  the 
movie.”  As  for  the  Romulans,  their  makeup 
also  requires  a  forehead  prosthetic.  “I  don’t 
remember  how  many  new  ones  I  had  to 
make,  but  I  now  have  around  a  dozen 
different  molds.  After  you  accumulate  a 
number  of  things  for  any  race,  you  don’t 
bother  to  sculpt  new  ones  up  any  more.  But 
Patrick  and  Brent  [posing  as  Romulans]  had 
special  ones  made.  We  kept  them;  I  still  have 
them  now!  And  the  only  thing  we  had  on  Sela 
was  some  little  eartips,  about  half  the  usual 
size.  And,  of  course,  she  had  the  blonde  hair 
cut  into  the  Vulcan-Romulan  hairstyle.” 

The  show  also  saw  the  return  of  the 
Zakdorns,  formerly  seen  in  the  person 
of  Sirna  Kolrami  in  Season  Two’s 
‘Peak  Performance’;  this  time 
the  Zakdorn  was  quarter¬ 
master  Klim  Dokachin.  “The 
Zakdorn  makeup  is  like  dripping 
wax  on  the  face;  all  the  little  rolls  of 
rubber  have  this  downward-gravity  look 
to  them.”  Michael  also  created  Amarie, 
the  piano-player,  but  his  skills  weren’t  required 
for  her  most  notable  characteristic,  her  four 
arms:  “They  actually  had  another  piano- 
player  behind  her,  reaching  around!” 


Michael’s  modelmaking  skills  came  to  the 
fore  again  in  ‘Ethics,’  where  Worf  received 
a  transplant  of  a  ‘genetronically  replicated’ 
spinal  column.  “We  sculpted  a  spine  that  had 
half  as  many  vertebrae  in  it  that  a  human’s 
has,  and  made  them  twice  as  big.  It  was 
sculpted  out  of  clay  and  a  plaster  mold  was 
made,  and  then  we  made  a  rubber  spine  with 
a  wire  in  it  so  we  could  bend  it  in  any  direc¬ 
tion  we  wanted  to.  And  then  Michael  Dorn 
had  a  big  appliance  that  literally  went  the 
entire  length  of  his  back  so  we  could  make  it 
look  like  it  was  cut  open;  we  had  the  skin 
rolled  back  and  it  was  all  dark  inside  of  it.” 

Klingon  feet 

Michael  Dorn’s  feet  also  received  attention, 

for  the  scene  at  the  end  where  he’s  trvinp'  to 


Michael’s 
sculpture  of  Worf’s 
replacement  spine  reflected 
the  Klingons’  different  physiology. 


Behind  the  Scenes 


Michael  spent 
many  days  on 
the  mold  for 
the  Satarran 
head  and 
chest.  It  was 
smaller  than 
his  head,  so 
that  it  could 
be  revealed 
under  his 
human 
features. 


In  ‘Conundrum’  a 
Starfleet  officer,  in 
reality  a  Satarran, 
was  shot  by  Riker, 
revealing  a  gruesome 
form  beneath. 


forehead  design,  and  glued  it  on  to 
the  front  of  his  feet.  That  was  the  first  time  we 
ever  did  it,  but  since  then  whenever  we’ve  had 
a  Klingon  we  have  put  a  little  piece  on  the 
foot.  Recently,  when  we  redid  that  same  type 
of  thing  for  Klaang’s  feet  for  the  pilot  of 
ENTERPRISE,  we  even  put  a  little  knob  on 
the  foot  where  the  horn  on  the  shoe  is 
supposed  to  stick  out.” 

Fleeting  glimpse 

As  sometimes  happens  on  the  show,  a  great 
deal  of  effort  is  only  briefly  noticeable  on 
screen.  In  ‘Conundrum’  the  Satarran  alien 
posing  as  a  Starfleet  officer  is  phasered  by 
Riker,  revealing  a  semi-skeleton  alien  form. 
“That  was  one  of  the  longest  sculptures  that 
we  ever  did;  it  took  a  couple  of  weeks  to  do 
it.  I  had  to  take  a  clay  cast  of  the  actor’s  head, 
and  then  started  to  carve  into  it;  that  way, 
when  they  did  the  special  effects,  the  head 
that  we  made  would  fit  inside  his  head.  When 
they  did  the  bluescreen  he  would  stand  there 
and  then  they  would  photograph  the  chest 
and  the  head  on  another  monitor,  and  overlay 
the  two.  I  was  a  little  disappointed  that  it  goes 
so  fast  -  you  really  can’t  see  what  it  is  -  but 
that’s  up  to  the  director.  When  they  cut  the 
film  together  they  just  used  a  few  frames,  so 
your  eye  never  gets  to  focus  on  the  details. 

But  if  you  freeze-frame  it,  you  can  see  all 
the  detail  in  the  face  and  chest.” 

Riker  found  love  with  Soren  in  ‘The 
Outcast,’  but  the  relationship  was  doomed 
to  failure  because  she  was  a  member  of  an 
androgynous  race  that  forbade  intimate 
relationships.  “The  idea  with  the  makeup 
was  to  keep  them  attractive,  and  they  hired 
girls  to  play  the  roles  so  that  they  would  have 


The  Emmy-winning  ‘Cost  of  Living’ 
featured  a  holodeck  program  with 
a  ‘gatekeeper’  plus  a  number  of 
other  one-offs,  including  a  juggler 
and  a  dancing  girl.  Her  body 
makeup  was  painted  by  hand. 


a  softness  about  them.  I  put  a  forehead  on 
them  to  do  away  with  the  eyebrows,  and 
then  we  painted  their  skin  very  pale.” 

‘Cost  of  Living,’  aired  three  weeks  later, 
won  an  Emmy  award  for  the  team.  “That 
was  really  a  fun  show,  and  it  was  the  busiest 
of  the  entire  season.  There  was  that  checker¬ 
board  head  in  the  floating  bubble,  and  we  had 
that  for  a  long  time;  it  finally  disintegrated! 
And  there  was  a  juggler  whose  ears  literally 
wrapped  around  his  head,  and  a  lot  of  other 
aliens.” 


Hand-painted  dancer 

In  a  foretaste  of  the  ‘butterfly  girls’  from 
ENTERPRISE ’s  pilot,  the  mudbath  scene 
included  a  near-naked  dancer.  “There  were 
four  of  us  who  literally  painted  her  body,  and 
it  took  around  four  hours  to  do,”  Michael 
remembers.  “We  had  to  lay  that  whole  design 
out  on  her  body  first  with  a  pencil,  and  then 
we  all  went  back  in  with  brushes  and  painted 
her;  it  was  almost  like  a  paisley  design.  Her 
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Behind  the  Scenes 


Famke  Janssen  in  ‘The  Perfect  Mate’  was 
another  beautiful  actress  whose  looks  the 
producers  were  keen  not  to  obscure. 
Michael  painted  her  with  subtle  spots  that 
were  the  inspiration  for  Dax  on  STAR  TREK: 
DEEP  SPACE  NINE. 


The  Borg  were  back  in  ‘I,  Borg,  ’  and 
Jonathan  Del  Arco  as  ‘Hugh’  received 
a  special  eyepiece. 


‘The  Inner  Light’  was  one  of  the  season’s  most  popular  shows,  and  gave  Patrick  Stewart 
many  hours  in  the  makeup  chair.  Michael  remembers  doing  about  three  different  versions 
as  Patrick  progressed  through  the  aging  process  for  Kamin. 


nipples  and  her  crotch  had  to  be  covered,  but 
we  actually  painted  on  her  skin.  Of  course, 
everybody  else  would  think,  ‘Oh,  wow,  that 
would  be  neat  painting  a  naked  girl!’  but 
that’s  not  the  thought  process  at  all  -  you’re 
intent  on  the  procedure.  You’re  on  a  time 
schedule,  and  you  keep  going  and  don’t  think 
about  it!” 

Trill  forerunner 

Another  makeup  that  was  echoed  in  a  later 
series  was  that  of  Kamala,  the  beautiful  meta- 
morph  in  ‘The  Perfect  Mate.’  “She  was  the 
first  girl  we  did  spots  on,”  says  Michael.  “They 
wanted  me  to  come  up  with  something  that 


maybe  wasn’t  an  appliance,  and  what  I 
wound  up  doing  was  painting  spots  on  her, 
down  her  back  and  up  around  her  forehead, 
and  she  was  the  prototype  for  Dax.  When 
we  came  to  do  DEEP  SPACE  NINE  we  origi¬ 
nally  gave  the  Dax  character  a  forehead,  but 
because  Terry  [Farrell]  was  so  pretty  they  kept 
having  me  make  the  forehead  smaller  and 
smaller  and  smaller,  until  it  got  to  the  point 
where  it  wasn’t  any  use  doing  it.  And  then  I 
think  Rick  Berman  finally  said,  ‘What  about 
trying  something  like  you  did  on  Famke 
[Janssen]?’  So  Famke  was  the  inspiration.” 

The  return  of  the  Borg  in  ‘I,  Borg’  coin¬ 
cided  with  the  first  use  of  the  airbrush 
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Behind  the  Scenes 


makeup  technique  in  STAR  TREK.  “We  didn’t 
mottle  the  Borg  skin  then  like  we  do  now,  but 
i  the  airbrush  was  used  to  blend  in  the  helmets 
around  the  face  and  the  eyesockets  and  the 
shading.”  And  for  ‘Hugh’  Borg,  Michael 
wanted  to  give  him  an  effective  eyepiece,  as 
he  had  for  Patrick  Stewart  as  Locutus  in  ‘The 
Best  of  Both  Worlds.’  “I  found  a  shop  out  in 
Northridge  that  sold  holograms;  I  was  out 
there  shopping  with  my  wife.  There  was  one 
in  particular  that  was  much  better  than  the 
rest  of  them,  and  that’s  the  one  that  was  in 
Jonathan  Del  Arco’s  eye.  Since  he  had  to  be 
in  it  so  much,  he  was  concerned  with  his 
I  vision,  so  his  eye  actually  comes  apart;  the 
:  eyepiece  is  connected  by  magnets  to  a  cyber- 
i  netic  eye  beneath.” 


Aging  Patrick  Stewart 


One  of  Michael’s  famous  age  makeups  was 
required  in  ‘The  Inner  Light,’  when  Captain 
Picard  lived  through  decades  of  the  life  of 
iron-weaver  Kamin  on  the  planet  Kataan. 

“He  went  through  about  three  versions,  I 
think.  It’s  always  fun  putting  Patrick  into 
character  makeups.  He  would  ask  for  more 
age  spots  or  some  hair  on  his  face;  he  kind 
of  directs  the  makeup  as  he’s  going  along. 

He  had  bald  caps  on  and  he  had  wigs  on, 
and  he  went  through  the  whole  process;  his 
makeup  took  four  hours  every  day.  ‘The  Inner 
Light’  could  have  been  an  easy  Emmy  if  the 
other  show  hadn’t  been  put  up!” 

The  last  episode  of  the  season,  ‘Time’s 
Arrow,’  required  body  parts  for  Data.  “We 
had  two  heads:  one  clean 
with  eyes,  and  one  dirty 
without  eyes.  I  did 
a  full  head  cast 
on  Brent  and 
painted  it  up 
and  put  the 
glass  eyes  into 
it  and  had  a 
wig  made  for 
it,  so  that 
when  he 
picked  it  up 
he  could  look 
at  himself.” 
We  also 


The  sinister 
Devidians 
were  actors  in 
full  blue  head- 
pieces  and 
costumes , 
filmed  in 
bluescreen. 


Michael  needed  to 
turn  actor  Jerry  Hardin 
(above)  into  Mark 
Twain  for  ‘Time’s 
Arrow ,  ’  and  was  aided 
by  research  material 
from  the  author’s  home 
town.  Subsequently, 
Jerry  appeared  as  the 
character  in  college 
performances. 


fleetingly  saw  the  Devid¬ 
ians,  aliens  who  absorbed 
energy  from  their  victims 
through  a  large  mouthlike 
orifice  in  their  forehead. 

“Those  were  all  done 
bluescreen,  just  like  the 
alien  in  ‘Darmok’;  it  was  the  same 
process.  They  were  in  a  full  bluescreen- 
blue  costume,  and  then  whatever  color  they 
turned  out  was  optically  done.” 

The  other  major  makeup  task  in  the  show 
was  for  writer  Samuel  Clemens,  better  known 
as  Mark  Twain.  “I  couldn’t  find  good  pictures 
of  Mark  Twain,  so  my  wife  Marion  called  the 
museum  in  Hannibal,  Missouri  [Clemens’ 
hometown]  and  they  sent  me  unbelievable 
research  photos.  I  had  to  make  a  nose  for 
[actor]  Jerry  Hardin,  and  cheeks  and  a  chin, 
and  then  we  had  a  mustache,  the  eyebrows, 
and  the  wig  made.  To  this  day,  Jerry  does  a 
Mark  Twain  performance  on  stage  at  colleges; 
I  made  him  some  noses  and  chins,  and  he  just 
takes  care  of  them.  Or  maybe  he  doesn’t  use 
the  nose  and  chin  anymore,  because  he  hasn’t 
called  me  for  any  in  a  couple  of  years!  Histor¬ 


ical  makeups  are  some  of  the  most  fun  things 
to  do,  especially  when  you  get  an  actor  whose 
face  is  so  close  to  the  real  person’s  as  Jerry’s 
was;  by  doing  just  a  few  little  things  you’re 
able  to  really  capture  the  character.” 

Jerry  Hardin  was  back  in  ‘Time’s  Arrow, 
Part  IF  the  following  year.  And  so,  with  their 
makeup  and  modelmaking  ingenuity,  were 
Michael  Westmore  and  his  team, 
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The  Aliens  of  STAR  TREK  III 

This  month,  Bradley  M.  Look  turns  his  attention  to  the  alien  makeups  that  Thomas 
Burman  and  his  team  created  for  STAR  TREK  III:  THE  SEARCH  FOR  SPOCK,  when  they 
reinvented  the  look  for  the  Klingons  and  provided  ears  for  dozens  of  Vulcans. 


Thomas  Burman  was  brought  in  to  design  the  alien  makeups  for  STAR  TREK  III,  which 
included  several  bizarre  alien  races  that  featured  in  a  barroom  scene. 


The  third  STAR  IREK  movie  was  an 
enormous  project  for  the  makeup 
department.  The  script  called  for  half 
a  dozen  Klingons,  a  barroom  full  of 
aliens,  and  a  planet  of  Vulcans  -  and, 
as  often  seemed  to  be  the  case,  the  makeups 
all  had  to  be  produced  in  next  to  no  time,  and 
on  a  tight  budget.  Wes  Dawn  was  hired  to 
head  up  the  makeup  department,  but  the 
producers  still  needed  someone  to  fabricate 
the  much-needed  alien  appliances. 

Experienced  artist 

Production  manager  Michael  Schoenbrun 
knew  who  he  wanted  for  the  job:  an  old 
friend  and  colleague  named  Thomas  Burman. 
Working  in  science  fiction  wouldn’t  be  new  for 
the  Emmy  award-winning  Burman,  who  had 
helped  to  create  the  sci-fi  classic  'Planet  of  the 
Apes.’  But  the  most  important  of  his  skills  was 
his  ingenious  use  of  materials  and  his  extra¬ 
ordinary  speed.  Both  of  these  talents  would 
be  put  to  the  test  on  STAR  TREK  III. 

When  Schoenbrun  made  the  call  he  wasted 
no  time,  and  quickly  explained  what  the  film 
would  entail  -  not  much  money  or  time,  and 
a  large  number  of  appliances.  He  held  his 
breath  as  he  asked  Burman  if  he  was  avail¬ 
able,  and  if  he  would  be  interested  in 
working  on  the  feature. 

Burman’s  mind  quickly  shifted  into  high 
gear,  trying  to  work  out  the  logistical  night¬ 
mare  of  the  film’s  schedule.  Finally,  he  said 
it  could  be  done,  provided  that  the  pieces 
needed  could  be  stretched  throughout  the 
production.  When  Schoenbrun  told  him 
that  they  could,  he  agreed  to  do  the  project. 

One  hurdle  down,  but  the  film’s  director 
also  had  to  approve  Schoenbrun’s  choice.  So 
Burman  drove  down  to  Paramount  to  not 
only  show  his  portfolio  to  the  producers, 


but  also  to  have  an  interview  with  director 
Leonard  Nirnoy.  All  went  well,  and  Burman 
was  signed  onto  the  project. 

“Ultimately,  I  got  the  job  because  five 
gained  a  reputation  for  being  able  to  do  a  lot 
of  work  fast,  while  at  the  same  time  not  letting 
the  quality  suffer,”  Burman  says.  “Besides,  I 
was  kind  of  excited  about  doing  a  STAR 
TREAT feature;  I  always  wanted  to  have  the 
opportunity  to  do  my  own  take  on  what  I 
thought  the  makeups  should  look  like.” 

However,  Burman  wouldn’t  be  given  a 
completely  free  reign.  Months  earlier,  when 
the  producers  were  trying  to  figure  out  the 
makeup  budget,  they  had  asked  Robert 


Fletcher  (costume  designer  for  STAR  TREK  I 
and  II)  to  pitch  in  with  the  makeup  design 
work  as  well.  So  when  Burman  came  onto  the 
production  he  was  supplied  with  Fletcher’s 
character  sketches,  and  told  that  this  was  how 
the  makeups  were  supposed  to  look. 

Burman  realized  the  power  Fletcher  had 
with  the  project.  “The  difficulty  was  that  Bob 
pretty  much  had  the  ear  of  Leonard  Nimoy 
and  Harve  Bennett,  since  the  three  of  them 
had  already  worked  together,  so  what  I 
thought  didn’t  really  make  much  difference. 
Fletcher’s  designs  actually  ruled  what  was 
done.  Any  character  that  wore  a  prosthetic, 
Bob  had  already  conceived  the  design  for  it.” 
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A  meeting  between  Fletcher  and  Burman 
quickly  brought  to  light  Bob’s  true  feelings 
about  the  Klingon  makeup  that  had  been 
used  in  the  first  feature.  The  Fred  Phillips 
Klingon  design  had  to  go.  It  was  believed  that 
the  combination  of  foam  appliance  and 
actor’s  face  had  never  been  a  good  ‘marriage.’ 

New  Klingons 

Fletcher’s  idea  was  that  the  KJingons  should 
be  a  cross  between  Japanese  samurai  warriors 
and  Attila  the  Hun.  He  envisioned  them  as  a 
race  descended  from  crustaceans,  so  they 
‘wore’  their  skeletons  on  the  outside  of  their 
body  and  still  retained  their  bony-plated  fore¬ 
heads.  As  it  turned  out,  Leonard  Nimoy  had 
wanted  to  go  back  to  the  more  traditional 
television  design  for  the  Klingons,  but  had 
finally  given  Fletcher  the  final  say-so  on  the 
approach  that  was  to  be  taken. 

Burman  originally  wanted  to  do  a  more 
complete  makeup  for  the  Klingons,  which 
would  have  included  chins,  cheeks  and  noses, 
but  the  producers  turned  this  down  because 
the  time  constraints  wouldn’t  allow  it.  So  the 
Klingon  makeup  became  a  compromise 
between  what  Fletcher  wanted  and  what 
Burman  believed  would  work. 

Burman  assembled  a  team  of  20  or  so 
makeup  sculptors,  which  included  Tom 
Woodruff,  Scott  Wheeler,  Mark  Siegal,  Linda 
Provose,  Rob  and  Barney  Burman  (Burman’s 
own  sons),  Ken  Hall,  and  Mark  Tyler,  plus 
many  others. 

The  first  order  of  business  was  to  take  life 


Costume  designer  Robert  Fletcher  had  an  enormous  influence  on  the  way  the  Klingons 
looked,  and  Thomas  Burman  based  his  makeup  designs  on  Bob’s  sketches. 


casts  of  every  lead  actor  who  was  to  wear 
an  appliance,  after  which  the  sculptors  used 
modeling  clay  to  sculpt  the  new  features.  The 
clay  faces  (positives)  were  then  used  to  make 
molds  for  the  appliances.  Then  foam  latex 
(which  is  made  of  four  separate  components) 


was  mixed  together  and  injected  into  each 
of  the  molds.  The  molds  were  then  placed  in 
electric  ovens  to  cure  the  foam,  a  process  that 
usually  took  between  two  and  three  hours. 

For  the  lead  Klingon  actors  —  Christopher 
Lloyd  (Kruge),  Stephen  Liska  (Torg),  and  John 


The  final  Klingon  makeup  comprised  two  foam  latex  pieces;  one  covered  the  forehead,  and  the  other  the  nose.  The  latex  could  be  painted 
with  a  special  greasepaint  and  then  finished  off  with  an  orange  liner  color,  and  the  wigs  and  eyebrows  were  glued  on  with  spirit  gum. 
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Behind  the  Scenes 


Larroquette  (Maltz),  Burman  had  his  team 
make  multiple  molds  so  that  they  could 
keep  up  with  the  daily  demand  for  those 
appliances. 

In  addition  to  the  appliances  (which  ended 
up  being  separate  nose  and  forehead  pieces), 
Burman  also  made  upper  and  lower  dental 
pieces  to  give  the  Klingons  stranger-looking 
teeth. 

Painted  detail 

Burman  pre-painted  all  the  Klingon  appli¬ 
ances  using  balloon  ink,  which  left  a  flexible 
and  durable  finish  on  the  surface  of  the  foam. 
During  his  apprenticeship  at  20th  Century 
Fox  working  under  Ben  Nye  Sr.  he  had 
learned  how  to  make  greasepaint  that  could 
be  used  on  rubber  masks.  The  standard 
Klingon  foundation  color  (a  kind  of  red- 
brown)  was  based  on  the  old  665M  series 
from  Max  Factor.  Fie  also  liked  to  use  what 
he  called  his  ‘magic  orange’  on  the  appliances 
after  the  entire  basic  coloring  was  done;  this 
was  an  orange  cream  liner  color  that  he 
would  stipple  on  using  a  coarse,  black  sponge. 
The  orange  would  ‘punch  up’  the  overall  look 
of  the  makeup. 

Facial  hairpieces  and  eyebrows  were  glued 
on  using  spirit  gum;  this  was  normally  done 
after  the  wig  was  attached.  Burman  had  wig 
master  Josephine  Turner  do  all  the  hair  work 
for  the  show,  and  key  hairstylist  Silvia  Abascal 
(Rick  Baker’s  wife)  had  her  department  work 
braids  and  hair  ornamentation  into  the 
Klingon  wigs  to  give  them  a  more  tribal  look. 

Fletcher  wanted  the  actress  Cathie  Scirriff, 
who  played  the  Klingon  agent  Valkris,  to  be 
reminiscent  of  the  original  STAR  TREK’S 


Burman  made  the  ears  for  the  major 
Vulcans  using  the  same  techniques  that 
had  been  used  on  the  original  series. 

seductive  alien  woman.  Her  costume  also  had 
the  ‘Theiss  Titillation’  style,  which  harkened 
back  to  the  work  done  by  TREICs  original 
costume  designer,  William  Ware  Theiss. 
Valkris’s  makeup  was  a  softer  Klingon  look, 
complete  with  a  more  traditional  beauty 
makeup  applied  on  top  of  the  character 
makeup.  She  also  wore  a  hairstyle  made  up 
of  tight  braids  and  jeweled  headdress. 

A  number  of  background  alien  makeups 
were  constructed  for  the  barroom  scene 
where  Dr.  McCoy  was  attempting  to  charter 
a  space  vessel.  Unfortunately,  the  scene  was 


cut  severely,  so  most  of  these  wonderful 
makeups  were  never  seen. 

Many  of  the  aliens  were  sculpted  out  of 
clay  and  photographed  so  that  they  could  be 
shown  to  the  producers  and  director  for 
approval.  Many  got  rejected  immediately 
because  the  producers  felt  they  looked  too 
much  like  ‘Star  Wars’  type  aliens.  However, 
some  were  approved  on  the  condition  that 
certain  aspects  of  the  sculptures  were  altered 
or  changed. 

Bizarre  aliens 

“The  barroom  scene  came  at  an  unfortu¬ 
nate  time  in  the  shooting  schedule  of  the 
film,”  Burman  remembers.  “Many  of  the 
makeup  artists  didn’t  know  what  the  final 
makeups  were  suppose  to  look  like,  so  they 
were  unclear  as  to  how  to  apply  the  foam 
pieces.  We  had  created  the  more  elaborate 
makeups  with  overlapping  edges.  There 
weren’t  that  many  people  schooled  in  the 
process  of  overlapping  appliances,  so  conse¬ 
quently  some  of  the  appliances  were  glued 
upside  down.  But  there  was  no  time  to  take 
the  pieces  off  and  re-apply  them.” 

There  was  one  character,  who  the  Burman 
crew  called  ‘Bonehead,’  that  was  made  of 
self-shining,  hard  polyurethane.  Then  there 
were  a  series  of  overlapping  appliances,  which 
were  glued  to  the  actor’s  face.  Because  the 
pieces  were  very  thin,  the  actor  had  a  great 
deal  of  flexibility. 

Burman’s  son,  Barney,  even  got  to  play 
a  Deltan  in  the  film.  The  character  makeup 
looked  somewhat  like  Persis  Khambatta  in  the 
first  movie,  but  with  an  egg-shaped  appliance 
head.  That  same  makeup  can  also  be  seen 


Burman  created  a  wide  variety  of  aliens  for  the  barroom  scene.  However,  with  the  exception  of  the  ship’s  captain,  none  of  them  were 
seen  very  clearly,  because  the  scene  was  cut  back.  The  Bonehead  makeup  (far  right)  was  particularly  flexible. 
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Behind  the  Scenes 


In  order  to  show  Spock’s  face  distorting  as  the  changes  in  the  Genesis  Planet  forced  him  to  grow ,  Burman  created  a  special  animatronic 
head  that  was  based  on  molds  of  the  actor’s  face.  The  ‘bones’  under  the  surface  could  be  manipulated  from  outside. 


briefly  in  the  background  on  the  bridge  of 
the  U.S.S.  Excelsior.  The  female  alien  makeups 
were  created  from  very  subtle  appliances, 
and  were  finished  off  with  creative  hairstyling. 

Hundreds  of  Vulcans 

Getting  ready  for  the  Vulcan  ceremonial 
sequence  was  a  daunting  task  for  the  makeup 
artist,  because  there  were  300  Vulcans  slated 
for  the  scene.  Weeks  before,  Burman  had 
taken  molds  of  all  the  main  actors’  ears,  as 
well  as  the  1 5  extras  who  were  going  to  need 
custom  ears  for  their  closeup  work. 

Burman  says  that,  for  him,  working  with 
Vulcans  was  like  coming  full  circle.  “I  used  to 
run  the  ears  that  Fred  Phillips  had  used  on  the 
series.  John  Chambers  made  the  ears  molds, 
and  I’d  run  the  foam  in  them  for  him.  So  I 
used  the  same  technology  that  John  had 
taught  me  to  make  foam  ears  for  the  movie. 
The  problem  with  the  molds  that  we  used  for 
the  TV  show  was  that,  invariably,  somebody 
would  break  the  positive  of  the  ear  when 
removing  the  cured  foam.  So,  what  we  did  on 
the  molds  for  the  principals,  like  Spock,  Sarek, 
and  Saavik,  for  example,  was  use  poly¬ 
urethane  to  create  a  positive  of  the  ear  cast. 
That  way  it  was  flexible  and  couldn’t  break.” 

New  foam  ear  sets  were  made  each  day  that 
the  actors  worked.  And  some  of  them  worked 
for  two  and  three  weeks. 

Burman  said  that  there  were  1 00  Vulcan 
ears  made  for  actors  who  were  seen  in  the 
middle  distance.  These  ears  were  made  using 
expanding  foam  (as  opposed  to  the  commonly 
used  foam  latex),  because  that  type  of 
material  did  not  require  baking  to  cure  it.  His 
crew  also  made  300  rubber  ear  sets  that  could 
be  slipped  over  the  entire  ear  and  did  not 


The  ‘puppet  head’  was  only  on  screen  for 
a  few  seconds,  but  it  was  remarkably 
convincing  and  effective. 


require  as  lengthy  an  application  time  as  the 
other  types  of  ear  tips. 

Besides  the  application  of  foam  ear  appli¬ 
ances,  every  actor  had  to  be  given  the  Vulcan 
foundation  color.  Leonard  Nimoy  wanted  to 
show  that  Vulcans  had  different  skin  tones, 
so  for  the  first  time  there  were  Vulcans  with 
darker  complexions. 

On  the  first  day  of  the  Vulcan  ceremony 
sequence,  which  was  a  giant  makeup  call, 
Burman  arrived  at  the  studio  to  find  it  quite 
overwhelming.  One  of  the  stages  was 
completely  filled  with  hundreds  of  extras 
who  were  having  their  makeup  applied.  He 
ran  around  the  various  makeup  stations, 
correcting  problems  with  positioning  of 
ears  and  slanted  eyebrows. 

When  he  finally  got  to  the  makeup  trailer, 
he  found  out  that  Wes  Dawn  and  his  assistants 
James  Kail  and  James  McCoy  were  all 
doubled  up  on  actors  and  that  they  needed 
someone  to  apply  Nimoy’s  makeup.  So  Dawn 
asked  Burman  if  he  would  do  it.  He  did,  and 
later  went  on  to  apply  it  a  few  more  times. 


Alongside  all  his  other  duties,  Burman  was 
also  responsible  for  creating  the  transforma¬ 
tion  sequence  that  took  place  on  the  Genesis 
Planet,  where  Spock  rapidly  ages.  He  was 
consulted  about  ail  the  actors  who  were  cast 
as  the  younger  Spocks,  since  the  makeup  had 
to  work  with  their  faces. 

Distorting  Spock 

To  create  the  effect,  he  first  had  full  head 
casts  made  of  each  of  the  different  Spocks. 
The  casts  were  then  used  to  make  flexible 
molds  that  were  filled  with  modeling  clay. 
Once  the  clay  had  firmed  up,  the  mold  was 
peeled  away  from  the  clay  bust.  Burman  now 
had  exact  copies  of  the  actors’  features  in  clay 
that  the  sculptors  could  distort  a  little  to  make 
them  look  more  like  Nimoy’s  face. 

Next,  Burman  used  the  modified  heads  to 
create  new  plaster  molds.  He  painted  the 
insides  of  these  molds  with  a  material  called 
‘Skin-Flex,’  which  created  a  flexible 
membrane  just  like  human  skin. 

This  ‘skin’  was  then  placed  over  an  internal 
plastic  frame  in  the  shape  of  Spock’s  skull.  By 
placing  a  series  of  bladders  under  the  ‘skin’ 
and  inflating  and  deflating  them,  Burman 
created  the  illusion  that  muscles  were  moving 
under  the  surface.  Cables  also  moved  rods 
around  different  sections  of  the  head,  making 
it  look  as  if  the  bones  were  shifting  too. 

This  process  was  carried  out  several  more 
times  so  that  the  transformation  from  the 
adolescent  Spock  to  the  adult  one  was 
gradual. 

Tom  Burman  is  still  active  in  the  industry, 
and  is  constantly  challenged  by  producers 
to  create  a  never-ending  supply  of  makeup 
magic, 
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Briefing:  Kor 
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Kor,  son  of  Rynar,  was  a  larger-than-life  figure,  even  for  a  Klingon ; 
he  was  big,  broad,  and  naturally  effusive,  and  his  many  famous 
victories  earned  him  an  important  place  in  Klingon  history. 


Kor  was  a  semi-legendary  Klingon 
warrior  whose  exploits  in  battle  earned 
him  the  highly  honored  title  of  Dahar 
Master.  In  later  life,  he  became  rather 
too  fond  of  drink  and  exaggerated 
his  past  deeds,  but  he  still  proved 
himself  to  be  a  formidable  opponent. 


n  many  ways,  Kor  was  the 
perfect  Klingon;  he  was  born 
into  a  family  that  descended 
from  inside  the  Imperial  Court, 
and  after  he  became  a  leader  in 
the  Klingon  military  he  won  many 
famous  victories.  Even  in  old  age 
he  lived  life  to  the  fullest.  He  was 
an  independent  spirit  who  paid 
little  attention  to  the  High  Council, 
and  was  ruthlessly  ambitious.  He 
became  a  semi-legendary  figure 
within  the  Empire,  and  tales  of 
his  heroism  are  commonplace. 

Famous  meeting 

One  of  Kor’s  most  famous 
encounters  was  with  Captain 
Kirk  in  2267.  Kor  was  the  head 
of  an  invasion  task  force  during 
a  border  dispute  with  the  United 
Federation  of  Planets,  and  served 
as  military  governor  over  the 
seemingly  primitive  people  on 
Organia  during  an  occupation  of 
the  strategically  important  planet. 


Kor  was  a  great  believer  in 
traditional  Klingon  values;  he 
took  great  pleasure  in  his  work, 
and  enjoyed  laughter.  He  was 
convinced  that,  in  a  war  with 
the  Federation,  the  Klingons 
would  win  because  they  were 
more  disciplined  and  ruthless. 

Ruthless  ruler 

On  Organia,  he  ruled  with  a  fist 
of  iron  and  established  a  standard 
set  of  strict  rules  and  regulations. 
Any  violation  of  the  rules  resulted 
in  punishment  by  death.  Kor  made 
it  clear  that  if  a  single  Klingon 
was  killed  1,000  Organians 
would  die.  His  dominance  over 
the  pacifist  Organians  was  total, 
and  he  was  disgusted  by  their 
lack  of  backbone  and  their 
“stupid,  idiotic  smiles.” 

The  only  opposition  Kor  encoun¬ 
tered  came  from  a  man  called 
Baroner.  Kor  instantly  made  him 
his  liaison  to  the  Organian 


Kor  was  pleased  when  Baroner  offered  some  resistance  to  his  rule 
as  he  did  not  understand  the  passive  mentality  of  the  Organians. 


During  the  time  that  Kor  was  military  governor  of  Organia  he  crossed 
paths  with  Captain  Kirk,  who  was  posing  as  an  Organian  named  Baroner. 
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Enforced  peace 

Kor  led  a  Klingon  invasion  force 
that  took  control  of  Organia, 
the  only  inhabited  world  in 
a  zone  that  was  disputed  by 
the  Federation  and  the  Klingon 
Empire.  Its  inhabitants  appeared 
meek  and  primitive  until  the 
Federation  and  the  Klingons 
declared  war  on  one  another. 

The  Organians  then  revealed 
themselves  to  be  highly 
advanced  noncorporeal  beings 
with  immense  powers  and  forced 
the  Klingons  and  the  Federation 
to  call  a  truce,  something  that 
greatly  annoyed  Kor  as  he  had 
been  looking  forward  to  facing 
Captain  Kirk  in  a  glorious  battle. 


The  Organians,  who 
had  appeared  to  be 
primitive  humanoids, 
were  in  fact  advanced 
noncorporeal  beings. 

The  light  given  off  by 
the  Organians  in  their 
natural  form  blinded 
Kor  and  Kirk. 


IMPORTANT  DATES 


2267 

Kor  becomes  military  governor 
of  Organia. 

2270 

Kor  leads  a  famous  Klingon 
victory  over  the  Romulans 
at  Klach  D’Kel  Brakt. 

2370 

Kor,  Kang,  Koloth,  and  Dax 
fulfill  their  blood  oath  by  killing 
the  Albino. 

2372 

Kor  finds  the  Sword  of  Kahless. 

2375 

Kor  is  killed  while  heroically 
taking  on  10  Jem’Hadar  ships. 


Council,  because  he  felt  it  was 
important  to  deal  with  a  man 
whom  he  understood.  When  it 
was  revealed  that  Baroner  was 
actually  Captain  James  T.  Kirk  of 
the  U.S.S.  Enterprise  NCC-1701, 
Kor  was  thrilled  to  have  a  worthy 
adversary.  In  Kirk,  he  saw  a 
challenge  that  appealed  to 
his  battle-loving  nature. 

Canceled  battle 

When  the  Organians  finally 
revealed  themselves  to  be 
powerful  noncorporeal  beings 
and  imposed  the  Organian 
Peace  Treaty,  Kor  regretted 
that  the  battle  with  Kirk  hadn’t 


taken  place,  as  he  was  sure 
it  would  have  been  glorious. 

Kor  continued  his  military 
career  within  the  Klingon  Empire 
and  had  several  stunning  victo¬ 
ries,  including  leading  the 
Klingons  to  a  memorable  victory 
over  the  Romulans  in  the  Battle 
of  Klach  D’Kel  Brakt  in  2276. 

It  was  shortly  after  this  that 
he  was  awarded  the  title  of 
Dahar  Master,  which  is  bestowed 
upon  only  the  greatest  of  Klingon 
warriors.  Kor,  along  with  comrades 
Kang  and  Koloth,  also  fought 
a  glorious  battle  against  T'nag 
and  his  army,  emerging  victorious 
despite  overwhelming  odds.  Some 


of  Kor’s  other  triumphs  included 
his  valiant  defense  of  the  Korma 
Pass,  his  victory  against  the 
Federation  at  the  battle  of  Caleb 
IV,  and  his  attack  on  Romulus. 

Tragic  loss 

In  2290  Kor  and  his  friends 
Kang  and  Koloth  tracked  down 
a  powerful  criminal,  known  as 
the  Albino,  who  had  been  raiding 
Klingon  colonies.  The  Klingons 
managed  to  close  the  Albino’s 
operation  down,  but  he  escaped 
and  avenged  himself  on  Kor  and 
his  fellow  captains  by  murdering 
their  first-born  children  using 
a  genetic  virus.  This  personal 


tragedy  haunted  Kor  for  the  rest 
of  his  life. 

The  three  Klingons  and  the 
godfather  of  Kang’s  son,  Curzon 
Dax,  took  a  blood  oath  to  avenge 
the  death  of  their  children.  Kor 
and  his  fellow  warriors  were 
relentless  in  their  pursuit  of 
their  enemy,  whom  they  finally 
located  in  2370. 

By  this  time,  Kor  was  an  old 
man  who  was  overweight,  drank 
too  much,  and  was  not  in  the  best 
of  health.  He  traveled  to  Deep 
Space  Nine  to  reunite  with  Koloth, 
Kang,  and  Dax  so  that  they  could 
fulfill  the  blood  oath  they  had 
made  decades  earlier.  On  the 


In  his  prime,  Kor 
was  ruthlessly 
ambitious  and 
lived  for  the 
glory  of  battle. 


Kor  enjoyed  many  victories  alongside  his  friends  Kang  and  Koloth, 
and  they  joined  forces  once  again  in  old  age  to  track  down  the  Albino. 
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The  Albino  had  been  in  hiding  for  more  than  80  years  after  he  killed 
the  firstborn  sons  of  Kor,  Kang,  and  Koloth  with  a  genetic  virus. 


Jadzia  Dax,  whose  previous  host,  Curzon,  had  been  great  friends  with 
the  Klingons,  helped  them  formulate  a  plan  of  attack  on  the  Albino. 


station,  he  got  drunk  and  refused 
to  leave  the  holo-reenactment 
of  his  victory  over  the  Romulans 
years  earlier  and  he  was  thrown 
in  the  holding  cells  by  Odo. 

Friends  reunited 

When  Dax  heard  what  had 
happened  she  met  with  her  old 
friends.  The  Klingons  were  all 
surprised  that  Curzon  Dax  was  no 
longer  alive,  even  though  they  had 
not  seen  him  for  81  years;  Koloth 
and  Kang  had  trouble  accepting 
that  their  old  friend  was  now  a 
young  woman  named  Jadzia,  but 
Kor  had  no  problem  adjusting  to 
Dax  in  her  female  form. 

Despite  Kang  and  Koloth’s 
reservations  about  Jadzia,  Kor 


was  very  much  in  favor  of  her 
joining  their  quest  to  hunt  down 
the  Albino.  After  some  persuasion, 
Kang  eventually  granted  her 
permission  to  accompany  them, 
and  the  four  traveled  to  Secarus 
IV,  where  their  enemy  had  been 
hiding  for  almost  25  years. 

When  they  arrived  at  the 
Albino’s  hideaway  they  found 
that  it  was  much  more  heavily 
guarded  than  they  had  been  led 
to  believe,  but  the  experienced 
warriors  came  up  with  a  daring 
plan  that  allowed  them  to  breach 
the  Albino’s  security.  The  Klingons 
performed  admirably  despite  their 
age,  defeating  the  guards  before 
Koloth  was  killed  and  Kor  was 
injured.  Kang  was  mortally 


wounded  by  the  Albino,  but 
thanks  to  Dax’s  intervention  he 
was  able  to  avenge  his  son’s 
death,  and,  summoning  the  last 
of  his  strength,  he  killed  the 
Albino  before  he  died  himself. 

Fitting  tribute 

Kor  sung  a  sacred  funeral  dirge 
in  honor  of  his  fallen  comrades 
and  then  unleashed  the  traditional 
Klingon  death  howl  to  warn  the 
dead  that  more  Klingon  warriors 
were  about  to  arrive. 

After  the  deaths  of  Kang  and 
Koloth,  statues  were  erected 
in  their  honor  in  the  Hall  of 
Heroes  on  Qo’noS,  and  Kor 
was  appointed  as  the  Klingon 
ambassador  to  Vulcan.  While 


serving  in  this  capacity  he  was 
presented  with  the  Shroud  of  the 
Sword  of  Kahless,  which  had  been 
found  by  a  Vulcan  geological  team 
in  the  Gamma  Quadrant. 

This  sacred  Klingon  artifact 
was  a  piece  of  cloth  that  had 
been  used  to  cover  the  revered 
Sword  of  Kahless,  which 
according  to  Klingon  legend 
was  the  first  bat’leth  forged  by 
Kahless,  the  Klingon  Empire's 
founding  leader.  Both  artifacts 
had  been  missing  for  centuries 
after  a  race  known  as  the  Hur'q 
had  invaded  the  Klingon  home- 
world  a  thousand  years  earlier. 

Over  the  years  there  had  been 
many  fakes  of  the  shroud,  but  it 
was  believed  that  the  discovery 


During  the  raid  on  the  Albino’s  hideaway  Koloth  and  Kang  were  killed, 
but  they  did  avenge  the  death  of  their  sons,  and  Kor  and  Dax  survived. 


Despite  the  fact  that  Kor  was  slightly  younger  than  Kang  and  Koloth, 
he  was  not  in  such  good  shape  because  of  his  years  of  heavy  drinking. 


Duras.  A  fierce  battle  for  the 
sword  ensued,  and,  though  Worf 
was  wounded,  the  three  managed 
to  escape.  Once  free,  they  discov¬ 
ered  that  contact  with  their  vessel 
had  been  blocked,  and  they  were 
forced  to  make  their  way  to  the 
surface  on  foot  for  a  chance 
to  transport  off  the  planet. 

Disagreement 

As  they  slowly  made  their 
way  back,  Kor  was  in  particularly 
high  spirits,  but  it  soon  became 
apparent  that  he  was  no  longer 
satisfied  with  presenting  the 
sword  to  the  Emperor  as  he  had 
planned,  but  wanted  to  use  it  to 
unite  the  Klingon  people  himself. 
This  did  not  go  down  well  with 
Worf,  who  had  decided  that  it  was 
his  destiny,  not  Kor's,  to  possess 
the  sword  and  lead  his  people. 

As  the  mistrust  between  Kor 
and  Worf  grew  they  reached  an 
abyss  that  could  only  be  crossed 
by  passing  over  a  narrow  ledge. 
While  they  were  negotiating  their 
way  across  Kor  slipped  and  was 
only  saved  from  plummeting  into 
the  chasm  by  Worf,  who  grabbed 
the  other  end  of  the  sword  he  was 
holding.  Worf  tried  to  convince  Kor 
to  let  go  and  drop  onto  an  even 
smaller  ledge,  but  Kor  refused. 
Finally,  Dax  had  to  intervene 
to  prevent  both  of  them  falling, 
and  afterwards  she  insisted  on 
holding  the  sword  herself  to  stop 
Kor  and  Worf  from  fighting  over  it. 

As  they  rested,  Toral  and  his 
men  once  again  ambushed  them. 
Kor  took  hold  of  the  sword,  which 


of  the  true  artifact  would  lead  to 
the  Sword  of  Kahless  itself.  This 
icon  was  the  most  sacred  of  all 
Klingon  relics,  and  it  was  also 
believed  that  its  discovery  would 
unite  the  Klingon  Empire  and  bring 
about  a  new  era  of  glory. 

Believing  that  this  would  be 
his  most  glorious  quest  yet,  Kor 


returned  to  Deep  Space  Nine  in 
2373  to  enlist  Jadzia  Dax’s  help 
in  tracking  down  the  artifact.  She 
introduced  him  to  Worf,  and  it 
was  decided  that  the  three  of 
them  would  travel  to  the  Hur’q 
world  in  the  Gamma  Quadrant 
where  the  shroud  had  been  found. 

When  they  eventually  found  the 


Sword  of  Kahless,  deep  beneath 
the  planet  surface,  Kor  was 
engulfed  by  emotion.  He  reveren¬ 
tially  held  the  sword  before  him 
in  a  moment  all  Klingon  warriors 
dream  of.  Unfortunately,  as  they 
were  about  to  depart,  they  were 
met  by  a  party  of  Klingons  led  by 
Toral,  the  son  of  the  duplicitous 


Kahless  and  his  bat’leth  are  the  most  revered  icons  in  Klingon  culture.  The  Shroud  of  the  Sword  was  a  frayed 
old  piece  of  cloth  rimmed  with  bizarre  hieroglyphics  and  imprinted  with  the  shape  of  the  sword  itself. 


Legendary  weapon 

According  to  legend,  the  Sword  of  Kahless  was  the  very  first  bat’leth,  and  was 
made  when  Kahless  -  the  most  revered  figure  in  Klingon  history  -  dropped  a  lock 
of  hair  in  the  lava  of  the  Kri-stak  Volcano  before  cooling  it  in  the  lake  of  Lursor 
and  twisting  it  into  a  blade.  The  Sword  was  later  wrapped  in  cloth  to  preserve  it 
and  this  became  known  as  the  Shroud  of  the  Sword.  These  icons  were  later  taken 
by  the  Hur’q  when  they  invaded  the  Klingon  homeworld,  and  had  been  lost  for  more 
than  a  thousand  years.  It  was  believed  that  whoever  found  the  Sword  would  bring 
unity  and  great  prosperity  to  the  Klingon  Empire. 


Jadzia  Dax  introduced  Kor  to  Worf,  and  the  old  warrior  invited  the  Starfleet  Kor,  Dax,  and  Worf  were  overawed  by  the  sight  of  the  Sword  of  Kahless 
officer  to  join  them  on  his  quest  to  find  the  Sword  of  Kahless.  when  they  found  it  in  a  hidden  chamber  on  a  Hur’q  planet. 
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Briefing:  Kor 


Toral  tried 
to  snatch 
the  Sword 
of  Kahless. 


Kor  and  Worf  came  to  blows  over  the  sword;  each  of  them  was  convinced  that  he  would 
be  able  to  unite  the  Empire  and  bring  it  new  glories ,  but  the  artifact  merely  caused  conflict. 


made  him  feel  invincible,  and  he 
charged  forth  in  total  and  reck¬ 
less  abandon.  He  fought  like  a 
man  possessed,  easily  defeating 
Toral  and  his  followers,  but  once 
they  had  been  dispatched  Kor 
and  Worf  turned  on  one  another 
again.  Dax  was  forced  to  stun 
both  of  them  with  her  phaser, 
and  then  transported  the  three 
of  them  back  to  their  vessel. 

Acceptance 

Later,  Kor  and  Worf  reluctantly 
agreed  that  the  Sword  of  Kahless 
had  turned  them  against  each 
other.  They  decided  the  Klingon 
Empire  was  not  yet  ready  for 
the  return  of  such  a  powerful, 
symbolic  weapon;  fearing  it  would 
only  serve  to  create  more  strife 
for  the  factions  battling  for 
control  of  the  Empire,  Kor, 

Worf  and  Dax  transported  the 
legendary  sword  into  deep  space 
in  a  distant  part  of  the  Gamma 
Quadrant.  They  were  confident 
that  it  would  someday  be  discov¬ 
ered  again  and  returned  to  the 
Klingon  people,  when  they  would 
hopefully  be  more  ready  for  it. 

Despite  knowing  that  this 
was  the  right  thing  to  do,  Kor 
was  greatly  disappointed  as  he 
knew  that  it  was  his  last  chance 
to  regain  any  power  within  the 
Empire.  He  had  not  been  a 
supporter  of  Chancellor  Gowron 
or  the  High  Council  and  had 
spoken  out  against  them  on 


numerous  occasions.  This  had 
cost  him  dearly,  as  by  this  time 
many  of  his  friends  had  died  and 
Kor  found  himself  the  forgotten 
man  of  the  Empire. 

Asking  for  favors 

By  2375,  the  Dominion  War 
had  started,  and  Kor  found  that 
his  services  were  not  required. 

He  was  forced  to  ask  Worf  to 
help  him  find  a  place  to  fight 
alongside  his  Klingon  brothers  so 
that  he  could  die  as  a  respected 
Klingon  warrior  and  not  suffer 
the  humiliation  of  growing  old. 

Worf  immediately  appointed 
Kor  as  an  officer  in  the  Ninth 
Fleet,  but  when  he  asked 
General  Martok  to  give  Kor 
a  command  of  his  own  he  was 
bluntly  refused.  Martok  explained 
that  when  he  was  a  young  man 
his  application  to  the  Officer 
Academy  had  been  refused  by 
Kor  because  he  was  not  of  noble 
blood.  The  incident  had  caused 
Martok’s  father  much  shame, 
and  Martok  had  been  forced  to 
spend  five  years  as  a  civilian 
laborer  on  a  Klingon  ship  before 
he  earned  a  battlefield  commis¬ 
sion.  Martok  had  never  forgiven 
Kor  and  was  not  about  to  grant 
him  any  favors,  but  he  did  allow 
Worf  to  take  him  on  at  his  own 
responsibility. 

Worf  made  Kor  the  third  officer 
aboard  the  Ch’Tang,  a  Klingon 
Bird-of-Prey  that  was  commanded 


by  General  Martok  and  the  lead 
ship  in  a  squadron  that  was 
being  sent  behind  enemy  lines 
to  launch  lightening  attacks  on 
key  Dominion  installations. 

Paying  homage 

When  Kor  arrived  for  duty  on 
the  bridge  of  the  Ch’Tang  the 
crew  fell  silent  and  stared  in 
unabashed  awe  at  the  legendary 
warrior,  and  their  reverence  obvi¬ 
ously  angered  Martok.  However, 
this  was  nothing  to  Martok’s  fury 
when  Kor,  rather  than  taking 
Worf’s  advice  to  stay  out  of  the 


way,  interrupted  Martok  in  the 
mess  hall  and  began  to  boast 
of  his  past  glories  to  the  crew. 

Losing  the  plot 

Despite  Kor’s  past  military 
prowess,  it  soon  became  clear 
that  he  was  no  longer  up  to  the 
job.  He  showed  signs  of  senility, 
and  forgot  what  to  do  and  where 
to  go  as  the  ship  approached  its 
first  target  at  Trelka  V. 

Things  became  even  worse 
when  Martok  and  Worf  were 
knocked  unconscious  during 
the  attack,  and  Kor  assumed 


While  serving  aboard  the  CH’TANG ,  Kor  could  not  resist  regaling  the  crew 
with  tales  of  his  past  deeds,  much  to  their  amusement  and  delight. 
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Non 


Many  years  earlier,  Kor  had  snubbed  Martok,  so  the  general  was  seething 
with  anger  when  Kor  interrupted  him  when  he  was  addressing  the  crew. 


Martok  tried  to  make  the  most  of  Kor's  humiliation  after  the  old  man 
had  embarrassed  himself,  but  the  general  merely  felt  sorry  for  him. 


command  and  issued  orders  for 
the  squadron  to  keep  attacking, 
even  though  they  were  under 
heavy  fire.  Kor  revealed  his  fragile 
state  of  mind  when  it  became 
apparent  that  he  believed  he  was 
attacking  a  Federation  base  at 
Caleb  IV,  a  battle  he  had  taken 
part  in  many  years  earlier.  It  was 
only  Worf  and  Martok  regaining 
consciousness  that  saved  them, 
as  they  ordered  the  squadron  to 
retreat.  In  his  anger,  Martok 


threw  a  knife  at  Kor,  but  Worf 
caught  it  before  knocking  Kor 
to  the  floor. 

Broken  man 

Shamed  by  his  actions,  Kor 
skulked  off  the  bridge  and  stayed 
out  of  the  way  until  he  met  Worf 
in  his  quarters  the  next  day. 
Suddenly,  for  the  first  time,  he 
looked  his  age  as  he  asked  to  be 
able  to  resume  his  bridge  duties, 
before  blaming  his  behavior  on  a 


momentary  lapse.  Worf,  however, 
could  not  risk  the  safety  of  the 
crew,  and  told  Kor  that  he  was 
not  up  to  the  challenge.  This 
candid  assessment  wounded  Kor 
as  deeply  as  if  he  had  been 
struck  with  a  bat’leth,  and  he 
left  the  room  a  broken  man. 

Later,  Kor  was  eating  alone  in 
the  mess  hall  when  Martok  took 
the  opportunity  to  ridicule  him. 
Kor  summoned  all  the  dignity  he 
could  and  told  the  crew  that  they 


should  make  the  most  of  being 
young  and  not  make  the  mistake 
of  growing  old.  Despite  the  fact 
that  Martok  had  spent  many 
years  waiting  to  have  his  revenge 
on  Kor,  now  that  the  moment  had 
come  he  felt  no  joy  in  it,  and  only 
felt  pity  for  the  old  warrior. 

Redemption 

Kor  was  presented  with  the 
chance  to  redeem  himself  when 
a  fleet  of  Jem’Hadar  ships  began 
to  pursue  the  Klingon  ships. 
Knowing  that  they  would  be 
unable  to  outrun  the  Jem’Hadar 
vessels  before  reaching  safe 
space,  Worf  decided  to  take  a 
single  ship  in  order  to  slow  the 
Jem’Hadar  down  and  allow  the 
other  Klingon  ships  to  escape. 

This  mission  would  have  meant 
certain  death  for  Worf,  but  after 
learning  of  the  plan  Kor  tranquil- 
ized  Worf  with  a  hypospray  and 
took  his  place.  Displaying  his 
noble  courage,  Kor  took  the 
Ning’tao  and  headed  towards 
the  Jem’Hadar  fleet.  In  a  fierce 
battle,  he  managed  to  delay  all 
10  Jem’Hadar  vessels  for  more 
than  half  an  hour,  giving  the  rest 
of  the  Klingon  squadron  plenty  of 
time  to  reach  the  safety  of  Feder¬ 
ation  space. 

This  great  act  of  bravery  was  a 
fitting  end  for  a  legendary  warrior, 
and  even  Martok  acknowledged 
Kor’s  accomplishments  as  he 
drank  to  his  memory  and  led 
the  crew  in  song. 


From  zero 
to  hero 

For  a  Klingon,  there  is  great  dishonor 
in  dying  of  old  age  rather  than  being 
killed  in  glorious  battle.  Kor  had  always 
been  a  greatly  respected  Klingon  who 
had  lived  life  for  the  moment,  not 
caring  who  he  hurt  to  realize  his  ambi¬ 
tions.  However,  by  the  time  he  reached 
old  age  he  drank  too  much,  exagger¬ 
ated  his  feats,  and  had  few  real  friends 
left.  Things  got  even  worse  for  Kor 
while  serving  aboard  the  Ch’Tang 
when  his  senility  almost  cost  the 
lives  of  the  entire  crew.  However,  he 
got  the  chance  to  redeem  himself  and 
die  a  hero’s  death  when  he  took  on  10 
Jem’Hadar  ships,  allowing  the  rest  of 
the  Klingon  squadron  to  escape. 


During  the  raid  on  the  Dominion,  Kor  forgot  what  he 
had  to  do,  but  he  later  proved  his  worth  in  battle. 
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Behind  the  Scenes 


Designing  the  U.S.8.  EXCB.SIOR 


In  STAR  TREK  III:  THE  SEARCH  FOR  SPOCK  we  were  introduced  to  the  latest 
in  Starfleet  design  -  the  U.S.S.  Excelsior  NX-2000.  It  was  only  the  second  new 
starship  that  we  had  seen  since  the  original  television  series,  and,  in  the  years 
that  followed,  ILM’s  design  would  establish  itself  as  a  classic. 


The  EXCELSIOR  class  has  been  a  regular  feature  on 
STAR  TREK  for  nearly  20  years.  The  ship  was  regularly 
used  on  STAR  TREK:  THE  NEXT  GENERATION,  and  was 
rebuilt  as  a  CG  model  for  STAR  TREK:  DEEP  SPACE  NINE. 


The  U.S.S.  Excelsior  NX-2000  was  to  be 

the  latest  in  Starfleet  design;  a  ship  that 
was  faster,  sleeker,  and  more  advanced 
than  the  aging  Starship  Enterprise.  It 
didn’t  spend  very  much  time  on  screen 
in  STAR  TREK  III,  so  it  needed  to  make  its 
point  instantly;  when  the  audience  saw  it  they 
had  to  know  that  this  was  the  future. 

The  task  of  designing  the  new  Starfleet 
vessel  was  given  to  the  ILM  art  department, 
where  Nilo  Rodis  and  David  Carson  were 
busy  designing  all  of  the  new  ships  that  would 
appear  in  the  movie.  “I  knew  that  how  we 
presented  the  Excelsior  and  the  Enterprise 
together  was  a  key  visual  moment,”  Nilo  says. 
“The  Excelsior  had  to  be  brilliant,  and  it  had  to 
steal  thunder  from  the  Enterprise .” 

As  David  remembers,  he  and  Nilo  began 
work  by  producing  a  series  of  sketches 


Some  of  the  early  concept  sketches  and  storyboards  showed  one  of  Nilo  Rodis’s 
ideas  for  the  U.S.S.  EXCELSIOR  -  a  long,  thin  ship  with  four  warp  nacelles. 
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Four  nacelles 

Bill  George  based  the  study  models  that  he  built  for  the  Excelsior  on  drawings  that  were  supplied  to  him 
by  art  director  Nilo  Rodis.  This  model  is  closely  related  to  a  version  that  appears  in  several  concept  sketches, 
and  has  a  circular  saucer  section  and  four  warp  nacelles. 


showing  alternative  designs.  “We  kicked 
around  a  few  different  ways  to  go  with  the 
Excelsior,  but  when  Nilo  did  the  drawing  that 
led  to  the  eventual  design  that  was  it,  because 
it  was  very  well  received.  It  seemed  to  me  to 
be  a  believable  extension  -  a  kind  of  next 
generation  design.” 

Nilo  also  felt  it  was  very  important  that 
the  audience  could  see  that  the  Enterprise 
and  the  Excelsior  were  closely  related  to 
one  another  -  as  he  says,  they  had  to  be 
“members  of  the  same  family.”  I  he 


approach  that  he  took  to  the  design  was  to 
take  the  basic  shape  of  the  Enterprise  -  saucer 
section,  engineering  hull,  and  warp  nacelles  - 
and  stretch  it  out  so  that  it  was  longer  and 
thinner.  At  this  stage,  the  plan  was  also  to  give 
it  four  warp  nacelles,  clearly  implying  that  it 
had  more  engine  power  than  the  Enterprise. 

Prototype  starships 

Once  the  basic  approach  to  the  design  had 
been  approved,  the  art  department  handed 
their  sketches  on  to  Bill  George  in  the  ILM 


model  shop  so  that  he  could  build  some  study 
models  for  director  Leonard  Nimoy  and  his 
producers  to  look  at.  “The  art  department 
had  done  a  number  of  sketches,”  Bill  remem¬ 
bers.  “All  of  them  were  very  different  and 
very  futuristic.  They  still  had  the  basic  theme 
of  the  dish  and  the  engines,  but  they  did  not 
look  like  the  Enterprise  at  all.  I  was  given  the 
job  of  building  prototypes  of  those  sketches. 
Leonard  Nimoy  was  going  to  come  up  and 
look  at  them  and  hopefully  choose  one.” 

The  study  models  showed  different  ways 
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Behind  the  Scenes 


Alternative  designs 

Nilo’s  sketches  established  the  basic  proportions  for  the  Excelsior ;  but  the  details  still  had  to  be  finalized. 
What  is  clear  from  the  study  models  is  that  the  ship  would  be  long  and  thin  and  therefore  more  suited  to 
the  rectangular  proportions  of  the  movie  screen,  as  opposed  to  the  square  proportions  of  a  television. 
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Behind  the  Scenes 


The  final  study  model 

Bill  George’s  version  of  the  Excelsior  is  the  most  nautical  of  the  designs.  He  says  it  was  heavily  influenced 
by  Japanese  designs  and  as  therefore  much  more  'curvy’  than  the  other  versions.  He  suspects  that  director 
Leonard  Nimoy  chose  it  because  it  was  most  like  the  original  U.S.S.  Enterprise. 
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Behind  the  Scenes 


ILM  could  go  with  Nilo’s  approach  to  the 
design  -  they  were  all  long  and  thin,  but  some 
had  four  nacelles  while  others  had  two,  and 
on  one  version  the  saucer  section  wasn’t  even 
circular.  None  of  them  looked  that  much  like 
the  ship  that  appeared  in  the  movie,  but,  as 
Bill  remembers,  he  finished  the  study  models 
in  good  time.  “I’d  finished  a  couple  of  days 
early,  so  Dave  Carson  said,  ‘Well,  why  don’t 
you  come  up  with  an  idea?  You  got  a  couple 
of  days;  go  ahead.’” 

Bill  goes  on  to  explain  that  this  was  in 
the  early  1980’s,  when  Japanese  design  was 
becoming  very  influential.  The  oriental 
design  ethic  seemed  radically  different  and 
new,  so  it  seemed  appropriate  to  try  to  apply 
it  to  the  job  in  hand.  “When  you’re  designing 
something  you  want  to  come  up  with  a  take 
on  it  that  will  drive  the  design.  At  the  time,  I 
was  really  into  Japanese  design,  so  I  thought, 
‘OK,  what  would  the  Enterprise  look  like  if  the 
Japanese  designed  it?’  That  was  the  basis  of 
what  I  came  up  with  for  the  Excelsior.” 

Familiar  shapes 

This  final  version  had  a  deeper  profile 
than  the  other  study  models,  and  a  more 
rounded  hull  section.  In  fact,  Bill  says,  of 
all  the  alternative  designs  it  looked  the  most 
like  the  Enterprise.  “What’s  funny  is  I  think 
that’s  what  Leonard  responded  to.  When 
we’d  laid  out  all  these  things  on  the  table, 
he  pointed  to  the  study  model  that  I  had 
done  and  said,  ‘That  one.’  And  I  think  it  was 
just  because  it  was  so  much  more  familiar.  It 
was  quite  a  surprise  when  I  found  out  that 
was  the  one  he  wanted.  There  were  a  couple 
of  the  other  study  models  that  I  really  liked, 
and  I  certainly  hadn’t  been  trying  to  figure 
out  which  one  he  was  going  to  choose.” 

The  final  shooting  model  was  extremely 
close  to  Bill’s  original  version;  there  were  a 
few  changes  made  to  the  back  of  the  saucer, 
and  to  the  neck  that  joined  it  to  the  primary 
hull.  And,  of  course,  much  more  detail  was 
added,  but  the  changes  were  very  minor. 

The  Excelsior  class  soon  became  an  essential 
part  of  the  STAR  TREK universe.  Because  it 
was  one  of  the  few  starship  models  in  exis¬ 
tence,  it  made  regular  appearances  on  STAR 
TREK:  THE  NEXT  GENERATION,  portraying 
several  ships,  including  the  U.S.S.  Hood  and  the 
U.S.S.  Hera.  After  a  few  modifications  the 
Excelsior  itself  reappeared  in  STAR  TREK  VI. 
now  under  Captain  Sulu’s  command.  Then, 
with  some  more  radical  changes,  it  became 
the  U.S.S.  Enterprise  NCC- 1701  -B  in  STAR 
TREK  GENERATIONS,  proving  that  it  really 
was  the  future  of  Starfleet  design.  ^ 


The  shooting  model  of  the  EXCELSIOR  was  built  at  ILM  and  used  vacuformed  pieces 
that  could  be  made  and  assembled  quickly.  The  model  was  much  the  same  size  as 
the  ENTERPRISE ,  although  the  ship  was  supposed  to  be  half  as  long  again. 
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When  STAR  TREK  needed  someone  to  climb  inside  an  alien  costume,  Bob  Justman 
turned  to  an  old  friend  from  his  days  on  'The  Outer  Limits,7  Janos  Prohaska.  As  Bob 
remembers,  Janos  was  more  than  an  actor  -  he  was  also  the  father  of  the  Horta. 


In  the  November  2002  issue  of  this 
magazine,  I  was  pleased  to  read  Brad 
Look’s  well-written  take  on  the  relation¬ 
ship  between  ‘The  Outer  Limits’  and  the 
original  STAR  TREK;  he  packed  a  lot  of 
information  into  a  few  pages,  and  I’m  glad 
to  add  another  tidbit  or  two,  or  three. 

Brad  couldn’t  identify  the  person  in 
the  first  STAR  TREK  pilot  who  was,  as  I  like 
to  put  it,  ensconced  inside  the  bird  suit.  If 
memory  serves  me  correctly,  the  inhabitant 
of  the  ‘bird  alien’  costume  was  none  other 
than  the  wonderful  actor/ acrobat/ stuntman/ 
creature  designer  and  builder  Janos  Prohaska 
(pronounced  YAN-OSH  PRO-HASH-KA) 
whom  I  had  brought  in  to  perform  this  partic¬ 
ular  and  peculiar  role.  After  all,  he  had  been 
down  this  road  before  and  was  more  than 
slightly  familiar  with  the  costume,  from  the 
inside  out,  so  to  speak. 

Inside  the  monster 

Janos  and  I  had  worked  together  on 
‘The  Outer  Limits,’  and  I  was  always  highly 
impressed  with  the  magic  he  imparted  to  the 
various  creatures  that  some  say  he  portrayed, 
and  others,  myself  included,  feel  he  inhabited. 
He  had  the  ability  to  make  his  inventions 
seem  lifelike  and  believable  . . .  make  that 
painfully  believable;  a  day’s  work  inside  any 
of  these  various  critters  was  the  equivalent 
of  being  the  guest  of  honor  in  a  medieval 
torture  chamber. 

My  friend  Wah  Chang  was  the  genius 
designer-builder  who  contributed  so  much 
to  ‘The  Outer  Limits’  and,  later,  STAR  TREK. 
When  the  bird  suit  appeared  on  ‘1  he  Cage, 
Janos  resided,  semi-squatting,  inside  an  appa¬ 
ratus  (no  other  word  could  better  describe  it) 
that  Wah  Chang  had  designed  and  built 
specifically  for  him.  Inside,  Janos  was  painfully 


bent  and  cramped,  while  he  operated  the 
device’s  moving  parts:  legs,  wings,  and  head. 
Of  course,  this  bird  sure  couldn’t  fly;  in  fact, 
Janos  could  barely  make  it  move  laterally.  I’ve 
seen  photos  of  him  jammed  inside  the  super¬ 
structure  of  the  creature,  and,  no  thanks,  I 
wouldn’t  want  to  try  doing  that  . . .  ever!  All 


in  all,  it  was  a  very  painful  endeavor.  Come 
to  think  of  it,  he  couldn’t  see  much  either,  so 
most  of  the  time  he  had  no  idea  where  he 
was  going.  But,  he  was  getting  paid,  which 
really  helped  alleviate  the  pain. 

Unfortunately,  ‘doing’  creatures  wasn’t  a 
full-time  occupation,  not  even  for  Janos,  who 


Janos  Prohaska  was  one  of 
STAR  TREK’s  unsung  heroes.  He 
played  several  characters ,  but 
we  never  saw  his  face  on  screen 
because  Janos  specialized  in  playing 
alien  beings.  He  played  two  impris¬ 
oned  creatures  in  ‘The  Cage,  ’  and 
later  returned  to  portray  the  Horta, 
in  a  costume  that  he  designed, 
built,  and  operated. 
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The  ‘Talosian  zoo’  set  in  ‘The  Cage’  was  constructed  using  forced  perspective  tricks  to  make  the  corridor  look  longer  than  it  was.  In  one 
shot  a  midget  portraying  a  Talosian  walked  into  a  spot  at  the  back  of  the  set,  creating  the  illusion  that  that  section  of  the  corridor  was 
taller.  Much  of  the  footage  has  been  lost,  but  we’ve  added  the  Talosian  to  the  picture  with  Captain  Pike  to  show  how  the  effect  worked. 


had  achieved  a  sort  of  fame  within  the 
industry.  Assignments  were  few  and  far 
between,  so  whenever  a  job  offer  came  in 
Janos  would  jump  on  it,  so  to  speak.  He 
jumped  on  other  things  as  well,  but  more 
of  that  later.  Suffice  it  to  say  that  he  ‘became 
the  role  itself.’  Ruminate  on  that  thought  for 
a  while  and,  after  said  rumination,  let  your 
imagination  soar  like  an  eagle.  In  the 
meantime: 


Old  hand 

As  Brad  mentioned,  Janos  had  previously 
occupied  the  first  incarnation  of  Wah  Chang’s 
bird  creature,  which  was  designed  and  built 
for  an  episode  of  ‘The  Outer  Limits’  called 
‘The  Duplicate  Man.’  He  didn’t  receive  a 
screen  credit  when  he  climbed  back  inside  it 
for  ‘The  Cage’  because,  as  Brad  noted,  most 
of  this  particular  footage  was  cut  out  by 
another  ‘bird’:  Gene  Roddenberry.  A  short 
piece  of  film  remained,  but  if  you  blinked 
you  never  saw  it.  I  think  the  last  part  of  it  was 
removed  in  the  process  of  putting  together 
our  only  two-parter,  ‘The  Menagerie.’ 

There  was  another  bit  of  film  that  was, 
sadly,  cut  from  the  first  pilot.  To  help  sell  the 
size  of  the  underground  caverns,  I  asked  our 
set  designer,  Matt  Jefferies,  to  construct  the 
underground  set  using  forced  perspective. 
What  this  meant  was  that,  when  we  were 
doing  a  long  shot  showing  Pike’s  point  of 
view,  the  two  side  walls  were  designed  —  and 


built  -  to  get  shorter  and  shorter  until  the  far 
ends  joined  a  painted  backdrop  that  continued 
the  illusion  of  distance.  The  Keeper  and  her 
bulbous-headed  staff  occupied  the  foreground 
of  the  shot,  with  some  small  extras  in  the 
middle  distance,  and  I  hired  a  few  midget 
extras  for  way  in  the  back,  so  that  the  illusion 
would  be  believable.  Maybe  it  wasn’t,  and 
perhaps  that’s  why  Gene  also  cut  this  footage 


Janos  Prohaska  wore  the  original  bird 
costume  from  ‘The  Cage’  when  he  played 
the  Megasoid  on  ‘The  Outer  Limits.  ’ 


out  of  the  finished  product.  Nevertheless,  I 
thought  (and  still  do)  that  it  was  a  really  neat 
idea.  The  best  laid  plans  of  mice  and  men 
etcetera,  etcetera.  Oh  well,  sic  transit  gloria 
rnundi. 

Convincing  performance 

Meanwhile,  back  at  the  ranch:  the  scene 
shifts  from  STAR  TREK  way  back  to  ‘The 
Outer  Limits’  and  the  further  adventures  of 
Janos  Prohaska,  a  muscular  man,  small  in 
stature,  yet  incredibly  strong.  I  have  already 
mentioned  that  his  concentration  on  a 
portrayal  was  total,  and  that,  as  we  say  in  the 
biz,  he  became  the  role.  In  real  life,  Janos  was 
almost  self-effacing  and,  yes,  somewhat  shy, 
but,  once  he  put  on  the  creature  costume  and 
literally  got  inside  the  role,  the  real  person 
emerged. 

Janos  had  his  own  monkey  suit  —  sorry, 

I  mean  chimpanzee  costume  -  which  he  wore 
with  aplomb  on  more  than  one  occasion.  I 
remember  that  one  day  during  production 
of  ‘The  Outer  Limits’  he  came  in  to  audition 
and  demonstrated  some  very  interesting 
moves;  seemingly  without  effort,  he  sprang 
from  the  lloor  of  the  production  office  onto 
a  chair,  and  then  sprang  further  up  to  perch 
on  the  top  surface  of  a  tall  filling  cabinet, 
from  where  he  demonstrated  certain  monkey¬ 
like  mannerisms;  scratching  certain  areas, 
wriggling  his  . . .  how  shall  I  put  it?  Ah  yes. 
Think  of  the  ‘mashed  potato’  maneuver  used 
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The  Horta  from  ‘The  Devil  in  the  Dark’  was  closely  based  on  another  creature  Janos  had  portrayed  -  Mikie  from  ‘The  Outer  Limits’ 
episode  ‘The  Probe.’  Janos  made  several  modifications  to  the  design  before  he  showed  the  new  version  of  the  costume  to  Bob 
and  STAR  TREK  writer/producer  Gene  Coon ,  but  the  similarities  are  obvious. 


by  dancers  gyrating  to  a  rock  ‘n’  roll  number 
and  you’ll  be  pretty  close.  Of  course,  there 
was  also  a  certain  amount  of  screeching  that 
he  emitted  to  help  further  the  performance. 

Now,  you’ll  remember  that  Janos  tended  to 
become  the  character.  On  this  occasion,  a 
female  secretary  entered  the  office.  Janos, 
now  gone  completely  ape,  launched  himself 
upon  the  unsuspecting  victim  from  his  perch 
high  atop  the  filing  cabinet  and  simulated  an 
attempt  at  getting  to  know  her  better,  even 
though  they  had  never  been  formally  intro¬ 
duced.  What  a  scene!  Such  screaming  from 
victim  and  monkey  combined  has  seldom, 
if  ever,  been  heard.  Well,  we  pried  the  ape  - 
I  mean  stuntman  —  loose,  whereupon  he 
reverted  to  being  the  nice,  quiet,  and 
rather  shy  person  we  all  knew  him  to  be. 

He  leaped  back  on  to  the  filing  cabinet  and 
removed  his  ape  head,  smiling  wistfully  at 
her,  whereupon  she  made  a  quick  exit.  ‘OK,’ 
someone  said,  ‘You’ve  got  the  job,  Janos.’ 
That  could  have  been  me  talking,  but  if 
you  ask,  I’ll  take  the  fifth. 

Creature  for  hire 

And  now  for  my  fondest  memory  of  Janos. 
From  time  to  time  our  intrepid  performer 
would  create  a  new  ‘monster’  on  spec,  just 
in  case  one  was  needed.  He  heard  about  a 
script  that  producer/writer  Gene  Coon  was 
working  on.  Because  we  had  no  other  scripts 
ready,  or  even  close  to  being  ready,  Gene’s 
script  was  the  next  one  to  be  filmed,  even 
though  he  hadn’t  finished  writing  it.  Gene 
was  behind  the  gun;  something  was  lacking 


but  he  wasn’t  sure  yet  what  exactly  was 
wrong.  Then  Janos  showed  up  with  his  latest 
creation.  (Actually,  it  was  a  reworking  of  a 
creature  that  Janos  had  previously  occupied 
in  an  episode  of  ‘The  Outer  Limits’  called 
‘The  Probe.’)  Sci-fi  shows  were  few  and  far 
between  so  STAR  TREK  was  the  only 
remaining  game  in  town  for  glutinous- 
looking  flapjack  creatures. 

Inspirational  maneuver 

Janos  demonstrated  it  to  me  on  the  studio 
street  outside  our  offices.  I  was  dubious,  but 
I  went  and  got  Gene  Coon  to  take  a  look,  just 
in  case.  At  first,  the  man  I  called  ‘the  fastest 
typewriter  in  the  west’  wasn’t  too  impressed. 
Then  Janos,  inside  the  blubber  thing,  did 


something  unexpected  and  magnificent. 

Acting  as  ...  no!  Actually  being  the  creature, 
he  bumped  up  and  down  a  few  times,  made 
one  humongous  heave,  and  slowly  slid  away, 
crabwise,  leaving  behind  a  large,  round  ‘egg,’ 
gleaming  in  the  hot  Hollywood  sunlight. 

The  miracle  of  birth  had  occurred,  and 
Gene  Coon  knew  it  immediately.  “Great!”  he 
yelled  and  quickly  ran  back  inside,  inspired  to 
finish  writing  ‘The  Devil  in  the  Dark’  with  the 
needed  final  twist  to  its  story  —  that  of  an  alien 
life  form  being  not  merely  a  monster,  but  a 
mother  defending  its  young,  just  as  humans 
defend  our  own. 

Sorta  makes  one  think,  doesn’t  it? 

©Robert  H.  Justman,  2002 


When  Janos  gave  his  monster  the 
ability  to  lay  an  egg,  he  gave  Gene 
Coon  the  inspiration  to  create  the 
ending  of  .‘The  Devil  in  the  Dark,  ’  in 
which  Kirk  and  Spock  discover  that 
the  Horta  is  protecting  its  young. 


Briefing:  BflPTOR-Class  Scout  Vessel 

RAPTOR-Class  Scout  Vessel 


In  2151  the  crew  of  Enterprise  NX-01  encountered  an  unidentified  vessel  that  was 
stranded  in  the  atmosphere  of  a  class-9  gas  giant.  The  ship  was  later  determined 
to  be  of  Klingon  origin,  and  its  survival  clearly  demonstrated  the  strength  of  design 
that  would  become  a  familiar  trait  of  all  ships  that  came  from  the  Klingon  Empire. 


The  Raptor  class  was  a 
small  Klingon  scout  vessel 
with  a  crew  of  approximately 
12  that  was  in  use  in  the 
mid-22nd  century.  Despite  its 
compact  dimensions,  it  was  a 
tough,  robust  ship,  packed  with 
weaponry  that  included  photon 
torpedoes  and  multiple  disruptor 
banks;  this  made  it  suitable 
for  a  range  of  different  missions, 
including  raiding  alien  outposts. 

As  well  as  powerful  offensive 
weapons,  the  Raptor  class  had 
strong  defenses.  Its  hull  was 
at  least  twice  as  thick  as  that 
of  Enterprise  NX-01,  and  was 
reinforced  with  some  kind  of 
coherent  molecular  alloy.  This 


enabled  the  hull  to  withstand 
pressure  well  in  excess  of 
15,000  g.s.c. 

Murky  interior 

The  interior  of  the  Raptor  class . 
was  cramped,  dimly  lit,  and,  to 
races  other  than  the  Klingons, 
severely  unpleasant.  The  vessel 
maintained  a  similar  nitrogen- 
oxygen  atmosphere  to  that  on 
Starfleet  vessels,  except  it  had 
higher  carbon  dioxide  levels. 

The  enlarged  nose  section  of 
the  Raptor  design  incorporated 
the  bridge,  which  was  dark  and 
grimy.  It  had  many  of  the  same 
work  stations  that  were  found 
aboard  Enterprise,  including 


Starfleet  first  encountered  a  Klingon  RAPTOR-class  vessel  in  2151,  when 
the  crew  of  ENTERPRISE  NX-01  discovered  the  SOMRAW  listing  helplessly 
in  the  dense  atmospheric  layers  of  a  class-9  gas  giant. 
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After  ENTERPRISE  detected  an  anomalous  power  signature  in  the  lower 
atmosphere  of  the  gas  giant,  a  shuttlepod  was  sent  through  the  turbulent 
eddies  of  liquid  helium  to  investigate  the  stricken  vessel. 


The  ship's  hull  was  twice  as  thick  as  that  of  ENTERPRISE,  and  was  capable  of 
withstanding  extreme  pressures,  but  even  the  Klingon  vessel  began  to 
buckle  as  it  sank  deeper  into  the  atmosphere  of  the  gas  giant. 


helm  and  navigation,  engineering, 
and  tactical.  The  captain’s  chair 
was  located  in  the  center,  and 
ihere  was  also  a  large  wall 
monitor  that  displayed  the  layout 
and  schematics  of  the  vessel. 

Klingon  mess  hall 

Areas  inside  the  Raptor  class 
were  identified  by  colored  sectors, 
and  the  galley  was  located  on 
deck  4,  blue  sector.  This  room 
contained  a  steel  chopping 
counter,  and  skinned  targ 
carcasses  hung  from  meat 
nooks.  More  targs  were  kept  alive 
in  a  separate  room  just  off  the 
galley,  because  Klingons  prefer 
their  food  freshly  slaughtered. 

Power  was  fed  to  the  twin  warp 
nacelles  from  an  area  known  as 
the  reactor  pit.  This  was  the 
Klingon  version  of  engineering, 
and,  unlike  its  clean  and  airy 
Starfleet  equivalent,  it  was 
extremely  cramped  and  covered 
in  grime  where  the  conduits  and 


warp  equipment  were  leaking 
lubricant  and  plasma  coolant. 

Starfleet  first  came  into  contact 
with  the  Raptor  class  in  2151 
when  Enterprise  detected  an 
unusual  power  signature  within 
the  highly  dangerous  lower 
atmosphere  of  a  class-9  gas 
giant.  Captain  Jonathan  Archer 
ordered  Subcommander  T’Pol, 

Lt.  Reed,  and  Ensign  Hoshi  to  take 
a  shuttlepod  and  investigate;  deep 
within  the  hostile  atmosphere,  they 
found  the  Somraw,  a  Raptor-c\ass 
vessel  that  was  listing  helplessly. 

At  first,  T’Pol  did  not  recognize 
it  as  being  a  Klingon  vessel,  indi¬ 
cating  that  it  was  not  a  common 
class  of  Klingon  ship,  but  once 
they  were  on  board  Hoshi  recog¬ 
nized  the  markings  on  an  interior 
bulkhead  as  being  Klingon. 

It  transpired  that  the  Somraw 
had  raided  a  Xarantine  outpost  and 
taken  what  they  wanted,  including 
some  Xarantine  ale.  As  they  made 
their  escape  they  were  chased, 


and,  even  though  they  destroyed 
the  pursuing  ship,  they  suffered 
damage  to  the  port  fusion  injector. 
They  decided  to  take  refuge  in  the 
outer  atmosphere  of  the  gas  giant 
to  make  repairs  in  case  other 
Xarantine  ships  were  in  the  area. 
However,  before  they  could 
complete  the  repairs  the  crew 
became  ill  and  fell  unconscious 
after  drinking  the  ale,  which  had 
been  laced  with  a  bio-toxin. 

Sinking  vessel 

The  boarding  party  from 
Enterprise  became  stranded  on 
the  Somraw  after  they  were  taken 
by  surprise  by  a  Klingon  woman 
who  emerged  from  the  hatch  of  a 
refrigeration  unit,  and  then  left  the 
vessel  in  their  shuttlepod.  With 
the  Klingon  vessel  beginning  to 
buckle  under  the  pressure  as  it 
descended  further  into  the  atmos¬ 
phere  of  the  gas  giant,  the 
boarding  party  had  to  find  a  way 
of  increasing  their  orbit  to  prevent 


themselves  from  being  crushed. 

Unfortunately,  not  being 
familiar  with  the  Klingon  ship's 
systems,  Reed  was  unable  to 
restart  the  Somraw' s  engines, 
and  Enterprise,  which  had  made 
an  attempt  to  rescue  them,  was 
forced  to  turn  back  because  it 
could  not  withstand  the  pressures 
being  exerted  on  it. 

The  boarding  party  were  forced 
to  resort  to  desperate  measures 
to  save  themselves.  They  deto¬ 
nated  several  photon  torpedoes 
a  few  hundred  meters  below  the 
ship,  which  generated  a  large 
enough  shockwave  in  the  gaseous 
layers  of  the  gas  giant  to  push 
the  ship  into  a  higher  orbit  and 
out  of  danger. 

Starfleet’s  first  encounter  with 
the  Raptor  class  proved  that, 
even  though  it  was  not  the  most 
formidable  vessel  in  the  Klingon 
fleet  at  that  time,  it  was  still  far 
stronger  and  more  heavily  armed 
than  Enterprise. 


The  bridge  of  the  RAPTOR-class  vessel  contained  a  breathable  oxygen- 
nitrogen  atmosphere,  which  allowed  an  away  team  from  ENTERPRISE 
to  operate  safely  on  board  without  the  need  for  breathing  equipment. 


The  ENTERPRISE  boarding  party  discovered  that  the  interior  of  the  RAPTOR- 
class  ship  was  cramped,  dirty,  and,  in  their  opinions,  smelled  horrible.  They 
also  discovered  that  it  had  similar  systems  to  those  on  ENTERPRISE. 


RAPTOR-Class  Sew, 


KLINGON  SHIP  LINEAGE 

The  24th-century  Vor’cha  class  was  480  meters  long,  making  it  considerably 
larger  than  the  22nd-century  Raptor  class,  but  they  shared  the  same  basic 
shape,  except  that  the  latter  ship  had  more  raised  modules  on  its  hull. 


The  Raptor  class  may  have  been  small,  but 
it  had  many  of  the  same  features  and  design 
elements  that  would  become  familiar  to  the 
aggressive  look  of  Klingon  vessels  for  the 
next  three  centuries. 

The  Raptor  class  had  a  bulbous  bridge  module 
at  the  front  of  the  vessel  that  was  separated 
from  the  main  body  by  a  long,  thin  neck  that 
flared  out  into  the  wings  on  which  the  warp 
nacelles  were  mounted.  In  this  respect, 
the  Raptor  class  was  a  primitive 
precursor  to  the  much  larger 
Vor’cha- class  attack  cruiser  that 
was  in  use  in  the  latter  half  of 
the  24th  century.  The  two  vessels 
shared  the  same  basic  look,  except  that  the  later  Vor’cha 
class  had  more  surface  detail  and  warp  nacelles  that  hung 
below  the  wings,  whereas  the  Raptor  cl  ass  had  exposed  cabling 
on  the  exterior  and  its  warp  engines  were  parallel  with  the  wing 
sections.  The  other  major  difference  was  that  the  Raptor  class 
had  a  metallic  gray  coloration,  whereas  the  Vor’cha  class  was 
a  rusty-green  color. 


Klingon  starship 
construction  for 
several  generations, 
and  its  impact  could 
be  seen  well  into 
the  24th  century. 


NACELLE  CONSTRUCTION 

Klingon  and  Federation  warp  nacelle 
development  had  obviously  proceeded  along 
similar  lines  by  2151,  with  both  designs 
adopting  warp  nacelles  mounted  on  struts 
and  placed  on  each  side  of  the  vessel. 


REMAINING  WITH  THE  SHIP 

The  Raptor  class  was  not  equipped  with 
escape  pods  as  the  Klingons  considered  it  an  act 
of  cowardice  to  abandon  ship,  even  if  it  was  about 
to  suffer  a  catastrophic  hull  breach. 


Kfingon  Raptor  Class 


CLASSIC  DESIGN 

The  avian  design 
aesthetic  that  was 
used  for  the  Raptor 
class  influenced 
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Merchandise 


The  Toy  Frontier 

Following  the  success  of  their  toy  series  encompassing  such  diverse  characters 
as  Eminem,  Bruce  Lee,  and  Alice  Cooper,  Art  Asylum’s  Vice  President  of  Business 
Development,  Adam  Unger,  talks  us  through  his  plans  for  the  new  STAR  TREK  ranges. 


Since  the  closure  of  the  Playmates 

range  of  STA  R  TREK  action  figures 
and  toys  two  years  ago,  collectors  have 
been  waiting  for  a  new  licensee  to  step 
into  the  fray;  now,  bolstered  by  the 
latest  STAR  TREK  series  ENTERPRISE  and 
the  forthcoming  feature  film  STAR  TREK 
NEMESIS,  Art  Asylum,  a  design  studio  cum 
production  company,  are  returning  to  the 
toy  frontier. 

Next  generation  toys 

Based  in  New  York,  Art  Asylum’s  previous 
experience  with  the  STAR  TREK  universe 
came  when  Playmates  had  their  design  team 
sculpt  the  dynamic  Alien  Combat  Series’ 
Klingon  Warrior  and  Borg  drone  —  two  fear¬ 
some  renditions  of  these  classic  foes  —  as  well 
as  a  unique  Species  8472  figure  for  a  STAR 
TREK:  VOYAGER  twin-pack  set. 

Business  Development  Vice  President 
Adam  Unger  notes  that  Art  Asylum  is 
following  “an  entirely  different  set  of  rules 
from  a  ‘work  for  hire’  deal,  creating  our  own 
lines  of  toys.”  He  continues,  “We  were  thrilled 
that  Playmates  came  to  us  to  help  them  give 
a  new  look  to  their  action  figures,  and  I  think 
we  accomplished  what  we  and  they  set  out  for 
us  to  do.  But  to  have  the  opportunity  to  take 
on  one  of  the  most  prestigious  licenses  in  our 
business  and  bring  it  wholly  into  the  Asylum 
was  a  chance  we  couldn’t  pass  up!” 

The  studio  had  only  become  a  fully 
functioning  toy  company  a  year  earlier 
when  Paramount  called  them  in  to  make 
a  presentation.  “This  is  their  baby,  their 
35-year-old  franchise,  with  a  new  TV  series 
in  the  works  and  a  new  movie  around  the 
corner  -  we  were  honored  just  to  be  asked!” 

With  that  in  mind,  Art  Asylum  launched 
their  STAR  TAWAlineup  earlier  this  year  with 
a  whole  array  of  toy  concepts  to  entice  and 
delight  collectors.  “We  have  your  regular 
action  toy  lines,  figures,  roleplay  toys,  and 
ships,  but  we  are  also  taking  things  a  few  steps 
further.  The  figures  will  have  much  more 
detail,  more  features,  more  accessories,  along 


Among  Art  Asylum’s  new  toy  lines  in  development  is  the  ' Borg  Assimilation’  series, 
which  includes  various  assimilated  alien  races  that  were  not  shown  on  screen. 


82 


Merchandise 


m,  « 


The  seven-inch  action  figure  range  created  by  Art  Asylum  includes  a  number  of  characters  from  ENTERPRISE.  In  the  second  series  of 
collectables  to  be  released ,  the  Andorian  Shran  from  ‘The  Andorian  Incident’  features,  as  does  an  away  team  version  of  Captain  Archer. 
Deluxe  lines  released  will  include  Captain  Archer  with  his  command  seating,  which  will  integrate  with  other  bridge  components. 


the  lines  of  our  current  series  of  action  figures 
for  ‘Crouching  Tiger,  Hidden  Dragon’  and 
rap  star  Eminem.” 

New  lines 

At  the  head  of  the  pack  are  the  much- 
anticipated  ENTERPRISE  action  figures.  They 
stand  at  seven  inches  tall,  and  are  based  on 


characters  from  the  pilot  episode  ‘Broken 
Bow.’  Series  One,  already  released,  featured 
Captain  Archer,  T’Pol,  Travis  Mayweather, 
and  Malcolm  Reed,  as  well  as  the  Suliban 
soldier  Silik  and  Klingon  warrior  Klaang; 
Series  Two,  which  is  set  for  a  December  2002 
or  early  New  Year  release,  comprises  Archer, 
T’Pol,  Trip  Tucker,  and  Hoshi  Sato  in  landing 


party  spacesuits,  and  two  more  aliens  -  the 
Andorian  Shran  from  ENTERPRISE  episodes, 
including  ‘The  Andorian  Incident,’  and  also 
a  Nausicaan  captain. 

Adam  mentions  that  each  figure  will  be 
available  in  standard  and  deluxe  editions. 
“The  deluxe  lines  come  with  an  interactive 
base  and  have  more  features.  For  the  first 


4  range  of  collectibles  from  ENTERPRISE  includes  models  of  ENTERPRISE  NX-01,  communicator,  and  phase  pistol.  All  feature  sounds  used 
from  the  show;  a  sample  of  Captain  Archer’s  voice  is  used  for  the  communicator,  and  when  it  is  operated  states  “Archer  to  boarding 
party,  come  in.”  Later  models  may  come  with  infrared  communication  abilities,  allowing  the  toys  to  interact  with  one  another. 
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Art  Asylum  are  truly  bringing  their  toys  to  a  new  frontier  with  the  Minimate  range 
of  collectables  -  a  Kubricks  toys-inspired  set  of  miniatures  from  the  original  series. 
Included  in  the  set  are  a  ‘Mini mate’  McCoy,  Spock,  Kirk,  Gorn,  Khan,  and  Mugato. 


Each  figure  from  the  deluxe  range  of  ENTERPRISE  is  packaged  with  a  console,  which 
interacts  with  other  consoles  and  allows  collectors  to  build  an  interactive  bridge  of 
ENTERPRISE  NX-01.  The  range  is  set  for  release  this  fall. 


deluxe  line,  we  recreated  the  entire  bridge  of 
Enterprise  NX-01 ,  so  that  each  figure  will  be 
packaged  with  its  respective  console.  These 
will  connect  together  and  interact  with  each 
other;  you’ll  get  maybe  three  per  year,  but 
you’ll  have  to  wait  to  get  the  new  pieces  so 
that  you  can  connect  them  all  and  complete 
the  bridge!”  Each  range  will  retail  at  a 
different  price  for  collectors. 

The  end  of  2002  will  also  see  the  release  of 
the  seven-inch  figure  range  featuring  charac¬ 
ters  from  STAR  TREK  NEMESIS,  and  includes 
a  collectable  of  Picard,  Data,  Shinzon,  and 
a  Reman  viceroy. 


winter  2002  release.  “It’s  kind  of  a  way  of 
looking  outside  the  STAR  TREK  box,”  Unger 
says.  “Other  alien  races  have  been  assimilated 
by  the  Borg  -  it’s  not  something  they  show  on 
TV,  but  they  do  allude  to  it  -  so  it’s  not  really 
out  of  the  realm.  We  created  this  line  of 
‘Borgified’  aliens  to  show  how  they’d  look  if 


In  development 

But  that’s  not  all  Art  Asylum  have 
planned;  the  company  is  currently  in  talks 
with  Paramount  Pictures  over  several  other 
possible  product  lines  for  the  future. 

Adam  mentions  the  company’s  Asylum 
Ultimate’  line  as  another  possible  outlet  for 
STAR  TREK  characters.  “We  haven’t  devel¬ 
oped  one  yet,  but  these  are  our  really  big 
figures,  over  18  inches  tall,  with  removable 
clothing  and  real  hair!”  The  team  previously 
produced  figures  in  this  range  based  on 
martial  arts  star  Bruce  Lee.  “Think  of  them  as 
huge  G. I.  Joes!  Some  have  music,  some  have 
two  sets  of  clothing,  some  have  accessories, 
but  they  are  all  the  ultimate  in  playability,  with 
2 1  points  of  articulation,  and  serious  detail.” 

But  how  does  the  process  of 
creating  a  STAR  TREK  action 


1 


they  were  assimilated,  and  it  was  pretty  cool  to 
hear  back  from  the  producers  that  they  liked 
the  designs  and  were  okay  with  us  pushing  the 
envelope  a  bit.” 

As  well  as  action  figures,  the  STAR  TREK 
line  will  also  feature  other  kinds  of  toys. 

A  special  ENTERPRISE  roleplay  toy 
two-pack,  available  now,  includes  lights- 
and-sound  versions  of  the  phase  pistol  and 
communicator  from  the  show,  to  be  followed 
by  a  toy  Enterprise  NX-0 1 ,  in  scale  with  the 
earlier  Playmates  starships.  “The  ship  will 
be  loaded  with  sounds  from  the  show,”  says 
Adam,  hinting  that  later  vessels  will  utilize 
infrared  technology  to  communicate  with 
one  another,  even  simulating  space  battles. 


‘Minimates’ 

Inspired  by  the  popular  Kubricks  toys  from 
Japan,  Art  Asylum  also  launched  the  STAR 
TREK  ‘Minimates’  range  earlier  this  year.  “It’s 
a  style  that  has  never  been  done  with  STAR 
TREK,  and  we  think  the  fans  are  really  going 
to  get  into  them,”  says  Unger.  “They’re 
similar  to  the  Lego  or  Playmobil  figures.  We 
made  one  standard  body,  and  our  artists  went 
to  work  creating  an  entire  world  of  ‘preskool’ 
figures  based  on  this  one  template.  It's  taking 
a  simplistic  view  really,  with  so  much  reality  in 
toys  these  days!” 

Borg  fans  can  also  look  forward  to  the 
‘Borg  Assimilation’  series,  which  is  set  for  a 
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Attention  to  detail 

ENTERPRISER  Ensign  Travis  Mayweather, 
actor  Anthony  Montgomery,  met  with  Art 
Asylum  staff  before  being  ‘scanned’  by  a  laser 
to  insure  that  his  action  figure  is  1 00  percent 
accurate.  “Anthony  was  really  stoked!  He  did 
some  extra  scans  with  different  expressions 
so  that  we  could  really  get  him  down.  Scott 
Bakula  also  came  to  the  New  York  Toy  Fair 
for  us  and  was  fantastic.  He  was  so  great,  with 
so  much  energy,  and  he  absolutely  loved  what 
we  were  doing.  We  built  an  almost  exact 
replica  of  the  Enterprise  bridge  as  our  display 
and  he  was  hanging  out  there,  doing  inter¬ 
views,  just  trippin’  out  on  the  work  and  effort 
that  went  into  the  toys!  He  said  our  phase 
pistol  and  communicator  were  better  than  the 
ones  they  use  on  the  show.” 


The  third  series 
will  include  a 
number  of  seven- 
inch  action 
figures ,  taken 
from  the  upcoming 
STAR  TREK 
NEMESIS  film. 


exactly  to  size  and  scale.  This  shows  where  the 
articulations  go  -  the  front,  back  and  side,  and 
so  on.  We  turn  these  over  to  the  sculptors  for 
three-dimensional  design,  and  from  there  we 
get  that  part  approved  for  the  actor’s  likeness 
and  the  design.  We  bring  them  to  life  with  the 
paint,  they  go  through  final  approvals,  and 
then  off  to  our  offices  in  Hong  Kong  to 
begin  the  process  of  actual  manufacture 
and  production.  And,  somewhere  in  the 
middle  of  this,  our  amazing  graphics  depart¬ 
ment  is  creating  the  packaging  for  them!” 


Trekkies 

Adam  notes  that  many  of  the  Art  Asylum 
inmates  are  longtime  STAR  TREK 
fans.  “Manny,  who  runs  our 
graphics  department, 
is  a  total  STAR  TREK 
freak  -  he  knows  every¬ 
thing.  He  can  speak  some 
of  the  languages;  he 
knows  how  the  ships 
actually  run;  it’s  almost 
scary!  We  brought  him 
in  for  our  presentation 
to  Paramount.  They 
asked  him  questions 
and  he  nailed  them, 
one  by  one  -  it  was 
awesome!  When  we  told 
him  we’d  got  the  license  he 
almost  fainted  -  I  don’t  think 
he’s  been  the  same  since!  Digger, 
one  of  our  other  guys,  watched  the 
original  series  with  his  dad  when  he  was 
growing  up.  He  tells  us  it  was  really  the  only 
time  in  his  childhood  they  could  relate.” 

For  more  information  check  out 
www.artasylum.com 


two-dimensional  art  department  to  draw 
some  rough  designs  of  what  we’re  trying  to 
get  across  for  the  figure.  Once  we  get  approval 
for  that,  we  move  on  to  the  ‘control  art,’ 
which  are  the  detailed  drawings  of  the  figure 


figure  work?  Adam  guides  us  through  the 
stages:  “It’s  fairly  straightforward  for  us  at  this 
point.  We  start  by  watching  the  episodes  and 
finding  the  look  we  want:  the  right  clothing 
and  the  right  style.  From  there  we  get  our 


Each  character  has  been  rendered  in  super-realistic  detail,  and  some  of 
the  actors  were  scanned  with  lasers  to  create  precise  measurements  to 
be  used  by  the  art  department. 
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U.S.S.  ENTERPRISE  NCG-1701-D: 


Deck  By  Deck 

The  l/.S.S.  Enterprise  NCC-1701-D  had  42  decks  which  were  equipped  with 
everything  the  crew  could  possibly  need  on  their  long  missions  of  exploration. 


The  L/.S.S.  Enterprise  NCC- 
1701-D  was  a  Galaxy- class 
starship  that  had  42  decks 
internally  divided  around 
major  load-bearing  structures. 
Broadly  speaking,  decks  1  to  16 
comprised  the  upper  decks,  and 
were  given  over  to  the  command 
centers  and  crew  support  facili¬ 
ties,  including  sickbay,  living 
accommodations,  and  holodecks. 


Decks  17  to  42  were  in  the 
stardrive  section,  and  largely 
consisted  of  the  energy  produc¬ 
tion  systems  and  cargo  areas. 

Shipwide  systems 

Certain  systems  had  to  be 
incorporated  into  every  deck, 
such  as  the  distribution  networks 
that  supplied  breathable  air, 
power,  and  water  throughout  the 


ship.  Other  facilities  that  were 
found  on  most  levels  included 
synthetic  gravity  generators, 
waste  removal  paths,  turbolift 
shafts,  and  lifeboats. 

The  Enterprise  was  capable  of 
separating  into  two  independent 
vessels,  and  this  meant  many 
facilities,  such  as  the  shuttlebays, 
were  duplicated  and  found  both 
in  the  saucer  section  and  the 


engineering  hull.  It  also  meant 
that  some  decks  were  found  in 
both  sections.  Decks  1  to  7  were 
solely  in  the  saucer  module,  and 
decks  17  to  42  were  found  only 
in  the  stardrive  section.  However, 
the  way  in  which  the  ship  sepa¬ 
rated  meant  that  the  front  parts 
of  decks  8  to  16  were  in  the 
saucer  section,  while  the  rear 
parts  were  in  the  secondary  hull. 


The  bridge  of  the 
ENTERPRISE  was 
located  in  the 
center  of  deck  1. 
It  continued  the 
circular  layout  of 
earlier  starships, 
but  added  an 
unprecedented 
level  of  spacious¬ 
ness  that  was  not 
found  on  earlier 
vessels. 


As  with  all  Starfleet  vessels,  deck  1  was  located  at  the  top  of  the  saucer  section  on 
the  L/.S.S.  Enterprise  NCC-1701-D.  Despite  being  the  command  level,  deck  1  was 
the  smallest  on  the  ship.  It  comprised  just  three  rooms:  the  main  bridge  in  the 
center,  the  captain’s  ready  room  off  to  the  left-hand  side,  and  the  observation 
lounge  at  the  rear.  Three  turbolift  shafts  provided  easy  access  to  all  other  areas, 
with  one  linking  directly  to  the  battle  bridge  on  deck  8.  Starfleet  recognized  that  its 

officers  would  sometimes  need  to  heed 
the  call  of  nature,  and  therefore  two 
bathrooms  were  provided 
on  deck  1,  one  off  the 
captain’s  ready  room  for 
his  private  use  and  onr 
to  the  rear  right-hand 
side  of  the  bridge. 

Turbolifts  were 
the  main  method 
of  moving  from 
one  deck  to 
another  on  the 
ENTERPRISE; 
deck  1  was 
equipped  with 
three  turbolifts  - 
the  main  ones 
were  located  on 
the  port  side  of 
the  bridge ,  while 
the  other  one , 
which  linked 
directly  with  the 
battle  bridge , 
was  adjacent  to 
the  view  screen. 


Main  bridge  and  main  Mnlift 
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4  series  of  large 
windows  ran  along 
the  back  wall  of  the 
observation  lounge. 
This  provided  a 
stunning  view  of  the 
surrounding  space. 


Senior  officers  sat  around  a 
long ,  curved  table  during  briefings; 
control  panels  were  built  into  the 
desk,  allowing  the  crew  to  access 
the  ship’s  computers. 


Observation  lounge 

The  observation  lounge  was  positioned  toward  the  ] 
rear  of  deck  1  and  provided  a  view  of  the 
back  of  the  starship.  This  room  was  used 
by  the  senior  staff  to  discuss  their  latest 
mission  or  meet  with  visiting  dignitaries;  it 
was  dominated  by  a  large  table  and  several 
comfortable  chairs.  LCARS  display  screens, 
located  at  each  end,  provided  clear,  visual 
information  during  crew  briefings. 


Captain's  ready  room 


The  ready  room  was  a  private  sanctum  where  Captain  Jean-Luc  Picard  could  retreat  or 
hold  private  meetings.  The  comfortably  decorated  room  was  located  on  the  port  side  of 
the  main  bridge,  insuring  that  he  was  always  close  to  the  command  center  during  duty. 
The  room  was  furnished  with  a  large  desk,  several  chairs,  and  a  couch;  there  was  also 
a  door  that  led  off  to  the  captain’s  own  private  bathroom.  Like  all  Starfleet  captains, 
Picard  had  decorated  his  ready  room  with  a  number  of  personal  items, 
including  a  model  of  his  previous  command,  the  U.S.S.  Stargazer 
NCC-2893  and  a  saltwater  aquarium. 


The  ready  room  contained 
a  replicator  and  had  been 
furnished  with  some  of  the 
captain's  own  possessions, 
including  the  collected  works 
of  William  Shakespeare  and 
a  Kurian  naiskos  statuette. 


Also  located  on 
this  deck 

Additional  turbolift  cars  were  stored  behind 
those  that  led  onto  the  bridge,  insuring  that 
personnel  need  not  wait  more  than  a  few 
moments  for  the  next  car. 

In  addition  to  the  two  turbolifts  that  served 
the  main  bridge,  a  third  turbolift  shaft  was  kept 
in  reserve  in  case  of  an  emergency  situation. 
This  turbolift  shaft  provided  direct  access  to 
the  Enterprise’s  battle  bridge  on  deck  8. 

A  number  of  power,  environmental,  and  optical 
data  trunk  connectors  were  concealed  behind 
the  aft  bridge  work  stations,  in  a  small,  sealed 
equipment  bay. 


The  turbolift  located  on  the  starboard  side  of  the 
bridge,  closest  to  the  viewscreen,  provided  the 
quickest  and  most  direct  route  to  the  battle  bridge 
during  times  of  crisis. 
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Deck  2 


Deck  2  contained  a  mixture  of  vital  control  systems  and  senior  crew  quarters.  It  housed  the  monitoring  station  for  the  environmental 
systems,  which  worked  in  conjunction  with  the  atmosphere  systems  to  insure  the  production  of  a  breathable  atmosphere,  and  the  removal 
of  waste  products.  A  series  of  emergency  lockers  were  located  on  the  port  side  of  deck  2,  opposite  the  extendible  docking  port  and  elevator 
column.  This  deck  also  included  an  aid  station  that  could  deal  with  minor  injuries,  and  several  emergency  lifeboats  that  could  be  used  if  it 
became  necessary  to  abandon  the  ship. 

Several  of  the  senior  crew  quarters  were  located  on  this  deck,  including  those  of  Chief  Engineer  Geordi  La  Forge  on  the  port  side, 

Lt.  Worf  s  on  the  starboard  side,  and  Lt.  Commander  Data’s  directly  opposite  a  forward-facing  crew  lounge.  The  crew  quarters  on  the 
Enterprise  were  all  extremely  spacious,  and  made  living  conditions  as  close  to  a  real  home  as  possible,  especially  as  crew  members  were 
allowed  to  bring  their  families  with  them;  as  the  Enterprise  could  be  in  space  for  years  before  returning  home,  it  was  essential  for  crew 
morale  to  insure  that  everything  was  as  comfortable  and  welcoming  as  possible.  The  senior  crew’s  quarters  were  particularly  large,  with 
separate  sleeping  and  living  areas.  All  quarters  included  a  food  replicator,  sonic  showers,  standard  showers,  and  LCARS  terminals. 


Lt.  Commander  Data’s  quarters  featured 
extensive  computer  hardware,  so  that  he 
could  continue  his  work  while  off-duty. 


Geordi  La  Forge’s  quarters  were  comfortably 
furnished  and  had  a  separate  living  area  where 
he  could  entertain  guests. 


Lt.  Worf  decorated  his  quarters  with  objects 
reflecting  his  Klingon  heritage.  After  2368, 
he  shared  his  rooms  with  his  son,  Alexander. 


Shuttlebay  1 
was  an 
extremely 
large  facility 
and  was 
located  over 
decks  3  and 
4.  The  flight 
deck  officer 
could  monitor 
operations 
from  a  control 
room  that 
looked  down 
on  the  entire 
facility. 


The  upper 
half  of 
shuttlebay  1 
was  part  of 
deck  3  and 
contained 
the  primary 
shuttlebay 
control  room. 
The  shuttles 
departed 
from  the 
lower  half 
of  the  facility 
on  deck  4. 


Deck  3 

Deck  3  was  smaller  than  deck  4,  but  much  larger  than  the  deck  above, 
due  to  the  increasing  diameter  of  the  saucer  section’s  upper  surface; 
the  entire  deck  was  serviced  by  a  series  of  corridors.  It  housed  the  upper 
section  of  shuttlebay  1,  the  largest  shuttlecraft  facility  aboard  the  ship.  It 
was  capable  of  launching,  retrieving,  and  maintaining  a  large  number  of 
shuttles  in  a  series  of  dedicated  bays  on  deck  4  directly  below. 

The  aft  central  area  of  deck  3  was  in  a  raised  section  directly  behind 
the  bridge  module,  and  it  formed  the  upper  half  of  the  main  opening  to  the 
shuttlebay  facility.  It  also  housed  the  strong  but  flexible  duranium  door  that 
retracted  into  the  upper  surface  during  a  launch  or  landing.  The  doorway 
was  fitted  with  a  forcefield  that  prevented  decompression  during  shuttlebay 
activity,  allowing  crew  and  technicians  to  continue  with  their  duties  while 
shuttles  were  entering  and  exiting  the  bay. 

The  outer  edges  of  deck  3  contained  a  series  of  rooms  and  access  areas, 
and  an  expansive  viewing  balcony  that  looked  down  into  the  shuttlebay.  Two 
smaller  viewing  balconies  were  situated  at  the  rear  port  and  starboard  inner 
bulkheads  of  the  deck,  allowing  a  complete  view  of  the  entire  area  from 
a  number  of  vantage  points. 

The  primary  shuttlebay  control  room  was  part  of  a  self-contained  complex 
that  was  located  in  the  center  of  deck  3  and  ran  down  into  deck  4.  This 
area  was  dedicated  to  the  programming  of  the  shuttle  systems,  and  it  faced 
out  into  the  shuttlebays  so  that  the  flight  deck  officer  had  a  view  of  the 
shuttles  as  they  departed  or  returned.  Situated  to  the  left  and  right  of 
the  shuttle  systems  programming  area  were  two  flight  crew  lounges 
where  people  could  relax  while  they  waited  for  a  shuttle  to  be  prepared. 
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The  expansive  shuttlebay  facility  could  support 
a  number  of  different  shuttlecraft  variations,  from 
the  small  shuttlepods  to  the  larger  Type-6  vessels. 


Deck  4  was  significantly  larger  than  the 
decks  above  it,  and  the  rear  section  contained 
the  expansive  takeoff/landing  area  that  was 
dedicated  to  the  shuttlecraft  operating  out  of 
shuttlebay  1.  This  large  area  had  a  utilitarian 
appearance  and  was  located  behind  the  raised 
section  of  the  primary  hull. 

There  was  very  little  in  the  shuttlebay  apart 
from  two  free-standing  work  stations  and 
various  markings  on  the  floor,  which  indicated 
where  the  shuttles  should  line  up  when  ready 
to  launch.  A  series  of  low-powered  tractor 
beams  were  inset  into  the  outer  perimeter 
of  the  shuttlebay  doorframes  to  guide  the 
shuttles  into,  and  out  of,  the  shuttlebay.  Large 
identifying  yellow  letters  clearly  showed  the 
registration  code  ‘1701-D’  at  the  entrance 
of  the  shuttlebay  just  outside  the  boundary 
formed  by  the  main  shuttlebay  door,  insuring 
that  approaching  shuttles  had  visual 
confirmation  of  the  vessel.  During  active 
shuttlebay  operations,  atmospheric  integrity 
was  maintained  by  a  forcefield  so  that  the 
main  doors  could  be  left  open  without 
the  need  to  depressurize  the  bay 

The  main  shuttlebay  was  also  equipped  with 
five  portable  emergency  hospital  modules, 
which  could  be  set  up  in  the  flight  deck  area 
should  a  medical  emergency  arise.  These 
emergency  care  facilities  were  equipped 
for  full  biohazard  conditions,  minimizing 
the  risk  of  exposure  to  the  crew. 

The  shuttlebay  led  through  to  the  large 
central  section  of  deck  4,  which  housed 
the  maintenance  and  storage  area  for  the 
shuttlecraft.  The  very  center  of  this  area  contained  several  maintenace  bays, 
which  allowed  technicians  to  work  under  the  shuttles  without  having  to  raise 
them  off  the  ground.  There  were  a  number  of  separate  shuttle  fueling  docks 
surrounding  the  maintenance  bays  where  reserve  shuttles  were  stored  ready 
for  use.  Shuttle  antimatter  was  stored  in  a  series  of  rooms  located  behind  the 
fueling  bays,  so  that  it  could  be  easily  accessed  when  needed. 

This  central  area  of  deck  4  also  contained  one  of  the  saucer  section’s  main 
cargo  storage  and  processing  facilities.  These  large,  plain  rooms  contained 
low-resolution  transporters  that  operated  at  a  molecular  (non-life  form) 
resolution,  although  they  could  be  modified  to  transport  life  forms  in  an 
emergency.  The  transporters  were  used  to  beam  bulk  materials  directly  to 
the  cargo  bays  and  so  save  on  manual  labor.  Supplies  could  then  be  distributed 
throughout  the  ship,  either  by  the  transporters  or,  if  they  required  special 
handling,  by  cargo  elevators. 

Apart  from  the  shuttle  and  cargo  facilities,  deck  4  also  contained  identical 
quarters  for  88  members  of  the  crew  and  numerous  turbolift  stops.  These  were 
arranged  around  the  outermost  edge  of  the  deck  so  that  the  crew  had  a  view 
out  into  space  from  their  quarters.  There  were  a  number  of  lifeboats  positioned 
directly  across  the  corridor  from  the  crew  quarters  so  personnel  did  not  have 
far  to  go  if  they  needed  to  evacuate  the  ship  in  an  emergency. 

Other  facilities  on  deck  4  included  two  phaser  practice  ranges.  These  were 
located  on  each  side  of  the  shuttlebay  toward  the  rear  of  the  deck,  and 
consisted  of  a  large,  dark  room  with  an  illuminated  circular  platform  in  the 
center.  The  user  would  stand  inside  the  circle  and  fire  at  holographic  targets 
that  were  randomly  generated  by  the  ship  s  computer. 


A  series  of  markings  on  the  floor 
of  shuttlebay  1  indicated  where 
the  shuttles  should  be  ‘parked’ 
prior  to  their  launch. 


Deck  4  also  housed  phaser  firing  ranges  that  were 
used  by  the  crew  as  a  way  to  relax  and  improve 
their  skills  with  a  phaser  at  the  same  time. 


Deck  4 


89 


r 


Briefing:  U.S.S.  ENTERPRISE  NCC-1701-B:  Reck  By  Reel 
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Reck  By  Beck 


The  l/.S.S.  Enterprise  NCC-1701-D  had  42  decks  which  were  equipped  with 
everything  the  crew  could  possibly  need  on  their  long  missions  of  exploration. 


The  L/.S.S.  Enterprise  NCC- 
1701-D  was  a  Galaxy- class 
starship  that  had  42  decks 
internally  divided  around 
major  load-bearing  structures. 
Broadly  speaking,  decks  1  to  16 
comprised  the  upper  decks,  and 
were  given  over  to  the  command 
centers  and  crew  support  facili¬ 
ties,  including  sickbay,  living 
accommodations,  and  holodecks. 


Decks  17  to  42  were  in  the 
stardrive  section,  and  largely 
consisted  of  the  energy  produc¬ 
tion  systems  and  cargo  areas. 

Shipwide  systems 

Certain  systems  had  to  be 
incorporated  into  every  deck, 
such  as  the  distribution  networks 
that  supplied  breathable  air, 
power,  and  water  throughout  the 


ship.  Other  facilities  that  were 
found  on  most  levels  included 
synthetic  gravity  generators, 
waste  removal  paths,  turbolift 
shafts,  and  lifeboats. 

The  Enterprise  was  capable  of 
separating  into  two  independent 
vessels,  and  this  meant  many 
facilities,  such  as  the  shuttlebays, 
were  duplicated  and  found  both 
in  the  saucer  section  and  the 


engineering  hull.  It  also  meant 
that  some  decks  were  found  in 
both  sections.  Decks  1  to  7  were 
solely  in  the  saucer  module,  and 
decks  17  to  42  were  found  only 
in  the  stardrive  section.  However, 
the  way  in  which  the  ship  sepa¬ 
rated  meant  that  the  front  parts 
of  decks  8  to  16  were  in  the 
saucer  section,  while  the  rear 
parts  were  in  the  secondary  hull. 


The  bridge  of  the 
ENTERPRISE  was 
located  in  the 
center  of  deck  1. 
It  continued  the 
circular  layout  of 
earlier  starships , 
but  added  an 
unprecedented 
level  of  spacious¬ 
ness  that  was  not 
found  on  earlier 
vessels. 


As  with  all  Starfleet  vessels,  deck  1  was  located  at  the  top  of  the  saucer  section  on 
the  L/.S.S.  Enterprise  NCC-1701-D.  Despite  being  the  command  level,  deck  1  was 
the  smallest  on  the  ship.  It  comprised  just  three  rooms:  the  main  bridge  in  the 
center,  the  captain’s  ready  room  off  to  the  left-hand  side,  and  the  observation 
lounge  at  the  rear.  Three  turbolift  shafts  provided  easy  access  to  all  other  areas, 
with  one  linking  directly  to  the  battle  bridge  on  deck  8.  Starfleet  recognized  that  its 

officers  would  sometimes  need  to  heed 
the  call  of  nature,  and  therefore  two 
bathrooms  were  provided 
on  deck  1,  one  off  the 
captain’s  ready  room  for 
his  private  use  and  o 
to  the  rear  right-hand 
side  of  the  bridge. 


Turbolifts  were 
the  main  method 
of  moving  from 
one  deck  to 
another  on  the 
ENTERPRISE; 
deck  1  was 
equipped  with 
three  turbolifts  - 
the  main  ones 
were  located  on 
the  port  side  of 
the  bridge,  while 
the  other  one, 
which  linked 
directly  with  the 
battle  bridge, 
was  adjacent  to 
the  viewscreen. 


Main  bridge  and  main  tupbolift 
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Senior  officers  sat  around  a 
long,  curved  table  during  briefings; 
control  panels  were  built  into  the 
desk,  allowing  the  crew  to  access 
the  ship’s  computers. 


Observation 

The  observation  lounge  was  positioned  toward  the 
rear  of  deck  1  and  provided  a  view  of  the 
back  of  the  starship.  This  room  was  used 
by  the  senior  staff  to  discuss  their  latest 
mission  or  meet  with  visiting  dignitaries;  it 
was  dominated  by  a  large  table  and  several 
comfortable  chairs.  LCARS  display  screens, 
located  at  each  end,  provided  clear,  visual 
information  during  crew  briefings. 


A  series  of  large 
windows  ran  along 
the  back  wall  of  the 
observation  lounge. 
This  provided  a 
stunning  view  of  the 
surrounding  space. 


Captain’s  ready  room 


The  ready  room  was  a  private  sanctum  where  Captain  Jean-Luc  Picard  could  retreat  or 
hold  private  meetings.  The  comfortably  decorated  room  was  located  on  the  port  side  of 
the  main  bridge,  insuring  that  he  was  always  close  to  the  command  center  during  duty. 
The  room  was  furnished  with  a  large  desk,  several  chairs,  and  a  couch;  there  was  also 
a  door  that  led  off  to  the  captain’s  own  private  bathroom.  Like  all  Starfleet  captains, 
Picard  had  decorated  his  ready  room  with  a  number  of  personal  items, 
including  a  model  of  his  previous  command,  the  U.S.S.  Stargazer 
NCC-2893  and  a  saltwater  aquarium. 


The  ready  room  contained 
a  replicator  and  had  been 
furnished  with  some  of  the 
captain's  own  possessions, 
including  the  collected  works 
of  William  Shakespeare  and 
a  Kurlan  naiskos  statuette. 


Also  located  on 
this  deck 

Additional  turbolift  cars  were  stored  behind 
those  that  led  onto  the  bridge,  insuring  that 
personnel  need  not  wait  more  than  a  few 
moments  for  the  next  car. 

In  addition  to  the  two  turbolifts  that  served 
the  main  bridge,  a  third  turbolift  shaft  was  kept 
in  reserve  in  case  of  an  emergency  situation. 
This  turbolift  shaft  provided  direct  access  to 
the  Enterprise’s  battle  bridge  on  deck  8. 

A  number  of  power,  environmental,  and  optical 
data  trunk  connectors  were  concealed  behind 
the  aft  bridge  work  stations,  in  a  small,  sealed 
equipment  bay. 


The  turbolift  located  on  the  starboard  side  of  the 
bridge,  closest  to  the  viewscreen,  provided  the 
quickest  and  most  direct  route  to  the  battle  bridge 
during  times  of  crisis. 
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Deck  2  contained  a  mixture  of  vital  control  systems  and  senior  crew  quarters.  It  housed  the  monitoring  station  for  the  environmental 
systems,  which  worked  in  conjunction  with  the  atmosphere  systems  to  insure  the  production  of  a  breathable  atmosphere,  and  the  removal 
of  waste  products.  A  series  of  emergency  lockers  were  located  on  the  port  side  of  deck  2,  opposite  the  extendible  docking  port  and  elevator 
column.  This  deck  also  included  an  aid  station  that  could  deal  with  minor  injuries,  and  several  emergency  lifeboats  that  could  be  used  if  it 
became  necessary  to  abandon  the  ship. 

Several  of  the  senior  crew  quarters  were  located  on  this  deck,  including  those  of  Chief  Engineer  Geordi  La  Forge  on  the  port  side, 

Lt.  Worf  s  on  the  starboard  side,  and  Lt.  Commander  Data's  directly  opposite  a  forward-facing  crew  lounge.  The  crew  quarters  on  the 
Enterprise  were  all  extremely  spacious,  and  made  living  conditions  as  close  to  a  real  home  as  possible,  especially  as  crew  members  were 
allowed  to  bring  their  families  with  them;  as  the  Enterprise  could  be  in  space  for  years  before  returning  home,  it  was  essential  for  crew 
morale  to  insure  that  everything  was  as  comfortable  and  welcoming  as  possible.  The  senior  crew’s  quarters  were  particularly  large,  with 
separate  sleeping  and  living  areas.  All  quarters  included  a  food  replicator,  sonic  showers,  standard  showers,  and  LCARS  terminals. 


Lt.  Commander  Data’s  quarters  featured 
extensive  computer  hardware,  so  that  he 
could  continue  his  work  while  off-duty. 


Geordi  La  Forge’s  quarters  were  comfortably 
furnished  and  had  a  separate  living  area  where 
he  could  entertain  guests. 


Lt.  Worf  decorated  his  quarters  with  objects 
reflecting  his  Klingon  heritage.  After  2368, 
he  shared  his  rooms  with  his  son,  Alexander. 


Shuttlebay  1 
was  an 
extremely 
large  facility 
and  was 
located  over 
decks  3  and 
4.  The  flight 
deck  officer 
could  monitor 
operations 
from  a  control 
room  that 
looked  down 
on  the  entire 
facility. 
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The  upper 
half  of 
shuttlebay  1 
was  part  of 
deck  3  and 
contained 
the  primary 
shuttlebay 
control  room. 
The  shuttles 
departed 
from  the 
lower  half 
of  the  facility 
on  deck  4. 


Deck  3 

Deck  3  was  smaller  than  deck  4,  but  much  larger  than  the  deck  above, 
due  to  the  increasing  diameter  of  the  saucer  section’s  upper  surface; 
the  entire  deck  was  serviced  by  a  series  of  corridors.  It  housed  the  upper 
section  of  shuttlebay  1,  the  largest  shuttlecraft  facility  aboard  the  ship.  It 
was  capable  of  launching,  retrieving,  and  maintaining  a  large  number  of 
shuttles  in  a  series  of  dedicated  bays  on  deck  4  directly  below. 

The  aft  central  area  of  deck  3  was  in  a  raised  section  directly  behind 
the  bridge  module,  and  it  formed  the  upper  half  of  the  main  opening  to  the 
shuttlebay  facility.  It  also  housed  the  strong  but  flexible  duranium  door  that 
retracted  into  the  upper  surface  during  a  launch  or  landing.  The  doorway 
was  fitted  with  a  forcefield  that  prevented  decompression  during  shuttlebay 
activity,  allowing  crew  and  technicians  to  continue  with  their  duties  while 
shuttles  were  entering  and  exiting  the  bay. 

The  outer  edges  of  deck  3  contained  a  series  of  rooms  and  access  areas, 
and  an  expansive  viewing  balcony  that  looked  down  into  the  shuttlebay.  Two 
smaller  viewing  balconies  were  situated  at  the  rear  port  and  starboard  inner 
bulkheads  of  the  deck,  allowing  a  complete  view  of  the  entire  area  from 
a  number  of  vantage  points. 

The  primary  shuttlebay  control  room  was  part  of  a  self-contained  complex 
that  was  located  in  the  center  of  deck  3  and  ran  down  into  deck  4.  This 
area  was  dedicated  to  the  programming  of  the  shuttle  systems,  and  it  faced 
out  into  the  shuttlebays  so  that  the  flight  deck  officer  had  a  view  of  the 
shuttles  as  they  departed  or  returned.  Situated  to  the  left  and  right  of 
the  shuttle  systems  programming  area  were  two  flight  crew  lounges 
where  people  could  relax  while  they  waited  for  a  shuttle  to  be  prepared. 


The  expansive  shuttlebay  facility  could  support 
a  number  of  different  shuttlecraft  variations ,  from 
the  small  shuttlepods  to  the  larger  Type-6  vessels. 


Deck  4  was  significantly  larger  than  the 
decks  above  it,  and  the  rear  section  contained 
the  expansive  takeoff/landing  area  that  was 
dedicated  to  the  shuttlecraft  operating  out  of 
shuttlebay  1,  This  large  area  had  a  utilitarian 
appearance  and  was  located  behind  the  raised 
section  of  the  primary  hull. 

There  was  very  little  in  the  shuttlebay  apart 
from  two  free-standing  work  stations  and 
various  markings  on  the  floor,  which  indicated 
where  the  shuttles  should  line  up  when  ready 
to  launch.  A  series  of  low-powered  tractor 
beams  were  inset  into  the  outer  perimeter 
of  the  shuttlebay  doorframes  to  guide  the 
shuttles  into,  and  out  of,  the  shuttlebay.  Large 
identifying  yellow  letters  clearly  showed  the 
registration  code  ‘1701-D’  at  the  entrance 
of  the  shuttlebay  just  outside  the  boundary 
formed  by  the  main  shuttlebay  door,  insuring 
that  approaching  shuttles  had  visual 
confirmation  of  the  vessel.  During  active 
shuttlebay  operations,  atmospheric  integrity 
was  maintained  by  a  forcefield  so  that  the 
main  doors  could  be  left  open  without 
the  need  to  depressurize  the  bay 

The  main  shuttlebay  was  also  equipped  with 
five  portable  emergency  hospital  modules, 
which  could  be  set  up  in  the  flight  deck  area 
should  a  medical  emergency  arise.  These 
emergency  care  facilities  were  equipped 
for  full  biohazard  conditions,  minimizing 
the  risk  of  exposure  to  the  crew. 

The  shuttlebay  led  through  to  the  large 
central  section  of  deck  4,  which  housed 
the  maintenance  and  storage  area  for  the 
shuttlecraft.  The  very  center  of  this  area  contained  several  maintenace  bays, 
which  allowed  technicians  to  work  under  the  shuttles  without  having  to  raise 
them  off  the  ground.  There  were  a  number  of  separate  shuttle  fueling  docks 
surrounding  the  maintenance  bays  where  reserve  shuttles  were  stored  ready 
for  use.  Shuttle  antimatter  was  stored  in  a  series  of  rooms  located  behind  the 
fueling  bays,  so  that  it  could  be  easily  accessed  when  needed. 

This  central  area  of  deck  4  also  contained  one  of  the  saucer  section’s  main 
cargo  storage  and  processing  facilities.  These  large,  plain  rooms  contained 
low-resolution  transporters  that  operated  at  a  molecular  (non-life  form) 
resolution,  although  they  could  be  modified  to  transport  life  forms  in  an 
emergency.  The  transporters  were  used  to  beam  bulk  materials  directly  to 
the  cargo  bays  and  so  save  on  manual  labor.  Supplies  could  then  be  distributed 
throughout  the  ship,  either  by  the  transporters  or,  if  they  required  special 
handling,  by  cargo  elevators. 

Apart  from  the  shuttle  and  cargo  facilities,  deck  4  also  contained  identical 
quarters  for  88  members  of  the  crew  and  numerous  turbolift  stops.  These  were 
arranged  around  the  outermost  edge  of  the  deck  so  that  the  crew  had  a  view 
out  into  space  from  their  quarters.  There  were  a  number  of  lifeboats  positioned 
directly  across  the  corridor  from  the  crew  quarters  so  personnel  did  not  have 
far  to  go  if  they  needed  to  evacuate  the  ship  in  an  emergency. 

Other  facilities  on  deck  4  included  two  phaser  practice  ranges.  These  were 
located  on  each  side  of  the  shuttlebay  towatd  the  rear  of  the  deck,  and 
consisted  of  a  large,  dark  room  with  an  illuminated  circular  platform  in  the 
center.  The  user  would  stand  inside  the  circle  and  fire  at  holographic  targets 
that  were  randomly  generated  by  the  ship  s  computer. 


4  series  of  markings  on  the  floor 
of  shuttlebay  1  indicated  where 
the  shuttles  should  be  ‘parked’ 
prior  to  their  launch. 


Deck  4  also  housed  phaser  firing  ranges  that  were 
used  by  the  crew  as  a  way  to  relax  and  improve 
their  skills  with  a  phaser  at  the  same  time. 


Deck  4 
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Deck  7 


Deck  5 


The  rear  section  of  deck  5  contained  the  lower 
maintenance  bay  for  shuttlebay  1  and  the  ship’s 
arboretum,  which  was  used  for  botanical  research. 
The  central  area  of  deck  5  housed  the  upper 
section  of  two  of  the  three  main  computer  cores. 
These  systems  were  probably  the  most  important 
operational  elements  of  the  ship,  next  to  the  crew, 
as  they  were  responsible  in  some  way  for  the 
operation  of  virtually  every  other  system.  With 
this  in  mind,  they  were  positioned  in  the  center 
of  the  saucer  section  to  maximize  their  protection. 

A  number  of  spare  turbolift  cars  were  located 
between  the  upper  main  computer  core  and 
the  lower  shuttle  maintenance  floor. 

More  crew  quarters  ran  around  the  outer  section 
of  deck  5,  as  they  did  on  the  level  above.  In  addi¬ 
tion  to  standard  accommodation,  a  number  of  larger 
VIP  guest  suites  for  visiting  dignitaries  were  located 
on  this  deck.  These  offered  a  very  high  standard 
of  facilities  for  work  and  relaxation. 

Situated  to  the  rear  port  side  of  deck  5  were  a 
series  of  environmental  system  monitors  vital  to 
life  support  within  the  vessel.  Lifeboat  access  was 
via  the  escape  pods  on  deck  6,  with  clearance  for 
these  pods  built  into  the  forward  edge  of  deck  5. 


The  VIP  guest 
suites  on  deck 
5  were  used 
by  an  Antican 
delegation  in 
2364.  These 
quarters 
were  larger 
than  standard 
crew  rooms 
and  could 
be  adapted 
to  different 
environmental 
conditions. 


Deck  7  contained  the  vital  pattern  buffer  that  served  the  transporter  rooms  on  the 
deck  above.  This  device  held  the  pattern  of  the  person  being  transported;  this  was 
because  of  the  Doppler  effect,  which  meant  that  any  relative  motion  between  the 
transporter  and  the  area  to  be  beamed  to  had  to  be  taken  into  account.  The  pattern 
buffer  therefore  adjusted  the  transmission  frequency  to  compensate  for  the  Doppler 
shift,  insuring  a  safe  transport. 

More  crew  quarters  were  found  around  the  outer  edges  of  the  forward,  port,  and 
starboard  sides  of  this  deck,  along  with  several  contingency  crew  accommodations 
for  use  in  emergency  situations.  There  were  banks  of  escape  pods  directly  opposite 
the  crew  quarters,  and  a  series  of  emergency  lockers  arranged  at  the  deck’s  bow. 

The  main  turbolift  network  serviced  a  number  of  areas  on  deck  7,  and  there  were 
areas  designed  as  turbolift  pass-through  regions,  which  allowed  rapid  access  to 
other  parts  of  the  ship  through  the  vertical  deck  structure. 

Deck  7  also  housed  a  dedicated  support  area  for  the  EPS  system  that  distributed 
power  through  all  sections  of  the  ship. 


The  general  crew  quarters  situated  on  deck  7  were 
comfortably  equipped  and  ideal  for  entertaining. 


Deck  6 

Deck  6  contained  four  personnel  transporters.  They  were  located  to  the  port  and 
starboard  sides  of  the  main  computer  core  stack  that  ran  through  the  center  of 
this  level.  In  comparison  to  other  decks  within  the  saucer  section,  deck  6  had  a 
small  proportion  of  crew  quarters,  with  two  sets  of  16  separate  rooms  arranged 
on  the  outer  edges  of  the  deck.  Two  dedicated  crew  lounges  were  located  on  the 
port  and  starboard  sides  of  this  level’s  leading  edge.  A  high  proportion  of  escape 
pods  were  contained  on  the  outer  edges  of  deck  6,  directly  behind  lifeboat 
clearance  areas  built  into  the  outer  hull. 

Deck  6  housed  a  number  of  important  laboratories  and  monitoring  stations.  The 
high-energy  biophysics  laboratories  were  located  toward  the  rear  port  side  of  the 
deck,  with  a  sensor  monitoring  station  directly  opposite.  The  atmospheric  physics 
laboratories  were  found  toward  the  rear  of  the  starboard  side.  An  aid  station  was 
positioned  near  to  this  facility,  in  case  of  any  casualties  that  occurred  during 
experimentation  within  these  departments. 


Deck  6  housed  four  of  the  ENTERPRISE’S  personnel 
transporter  rooms. 
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Deck  8 


Deck  8  was  one  of  the  largest  decks  on  the  Enterprise.  This 
level  was  the  first  in  the  saucer  module  that  featured  inte¬ 
grated  systems  within  the  upper  part  of  the  stardrive  section. 

A  number  of  hull  spine  conduits  built  into  a  narrow  strip  at 
the  stern  of  deck  8  ran  down  to  the  lower  decks  and  served 
as  primary  systems  connections  to  the  secondary  hull.  This 
shared  area  also  contained  a  phaser  maintenance  bay  for  the 
primary  offensive  systems  of  the  saucer  section,  and  the 
battle  bridge. 

The  battle  bridge  was  smaller  than  the  main  bridge  and 
acted  as  the  command  center  of  the  stardrive  section  when  it 
was  separated  from  the  saucer  section.  It  included  all  of  the 
systems  found  on  deck  l’s  main  bridge,  including  stations  for 
the  captain,  flight  controller,  operations  manager,  and  tactical 
officer.  The  other  consoles  on  the  battle  bridge  were  occupied 
according  to  mission  requirements  and  included  defense  communica¬ 
tions,  technology  assessment,  defense  systems  engineering, 
engagement  damage  and  intelligence,  and  computer  systems. 

In  addition  to  its  tactical  role,  the  battle  bridge  was  capable  of  serving 
as  an  auxiliary  control  center  to  the  main  bridge.  All  of  the  ship's  major 
systems  could  be  controlled  by  the  battle  bridge’s  computers  in  the 
event  that  the  main  bridge  was  incapacitated.  A  small  ready  room  was 
located  to  the  port  side  of  the  battle  bridge,  and  a  conference  room 
was  situated  to  the  rear  so  that  it  had  all  the  same  facilities  as  deck  1. 
A  dedicated  turbolift  connected  the  battle  bridge  to  the  rest  of  the 
vessel,  allowing  rapid  access  to  this  facility  when  required.  Once  the 
battle  bridge  was  manned  and  the  systems  transferred,  it  was  possible 
to  initiate  the  separation  sequence  by  releasing  the  docking  clamps, 
thus  allowing  both  parts  of  the  Galaxy  class  vessel  to  operate 
independently. 

During  separation  mode,  the  saucer  section  was  limited  to  impulse 
power  only,  with  fuel  housed  in  a  number  of  deuterium  storage  tanks 
located  directly  in  front  of  the  impulse  engine  bays  to  the  rear  port 
and  starboard  of  the  deck. 

A  number  of  rooms  were  used  for  the  storage  of  laboratory  equipment 
to  the  rear  of  deck  8,  and  could  be  reached  by  a  series  of  turbolifts 
and  connecting  corridors  for  crew  access.  Stellar  cartography  was 
housed  centrally,  toward  the  front  of  the  deck,  allowing  it  to  be  easily 
reached  by  either  turbolift  or  by  foot.  This  was  a  large  room  that 
featured  a  wraparound  screen  that  could  be  used  to  map  and  display 
star  systems.  Environmental  systems  monitoring  was  located  to  the 
starboard  side  of  the  deck  and  was  used  to  observe  and  control  the 
numerous  systems  employed  to  maintain  life  support  aboard  the 
Enterprise.  This  also  formed  part  of  a  multiple  redundancy  system 
that  automatically  engaged  if  the  primary  unit  failed. 

Deck  8  also  featured  a  large  number  of  living  quarters  both  for  the 
crew  and  some  senior  officers;  accommodation  for  the  ship’s  first 
officer,  Commander  William  Riker,  and  Counselor  Deanna 
Troi  were  located  on  the  starboard  tip  of  deck  8. 

Perhaps  most  notably,  this  deck  also  housed 
Captain  Jean-Luc  Picard’s  quarters.  He  had 
the  most  spacious  living  facilities,  and  they 
were  located  at  the  most  forward  point  of 
the  saucer  section.  His  personal  quarters 
were  made  up  of  a  separate  bathroom, 
sleeping  area,  and  living  space.  Captain 
Picard  furnished  his  room  with  several  items 
he  had  acquired  during  various  away  missions, 
including  a  Mintakan  tapestry,  a  Ressikan  flute, 
and  a  Klingon  knife. 


The  battle  bridge 
was  located  at  the 
top  of  the  stardrive 
section  and  served 
as  the  center  for 
tactical  opera¬ 
tions  during 
\  separated 
flight  mode. 

The  battle  bridge 
was  much  smaller 
than  the  main 
bridge ,  but  it  still 
incorporated  all 
the  standard  work 
stations,  including, 
command,  flight 
control,  operations, 
and  tactical. 


Deck  8  included  the 
main  stellar  carto¬ 
graphy  facility  that 
was  used  to  map 
all  new  stars  and 
space  phenomena. 


As 

might  be 
expected, 
the  captain’s 
personal  quarters 
were  larger  than  those 
of  any  other  crew  member 
and  featured  dining,  office,  and 
lounge  areas,  with  a  separate  bedroom. 
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Deck  9 


Deck  9  contained  a  number  of  systems  dedicated  to  the  saucer 
separation  function.  A  series  of  retractable  docking  latches  were 
arranged  in  a  semi-circle  to  the  stern  of  the  deck,  and  these  fixed 
securely  into  dedicated  retaining  ports  constructed  in  the  upper 
spine  of  deck  10  when  the  two  halves  of  the  ship  were  joined.  In 
separation  mode  the  latches  retracted  into  the  body  of  the  stardrive 
section  within  deck  9,  allowing  the  entire  saucer  to  move  away  under 
its  own  power  and  operate  independently;  however,  in  this  mode 
saucer  velocity  was  restricted  to  impulse  speeds  only,  unless  the 
separation  sequence  was  achieved  at  warp  speeds,  in  which  case 
the  saucer  could  maintain  the  decaying  warp  field  for  up  to  two 
minutes.  The  impulse  engine  reactors  were  located  to  the  port  and 
starboard  of  the  docking  latch  and  generated  power  for  the  twin  sets 
of  vectored  exhaust  nozzles  facing  backward  out  of  the  saucer 
section.  In  the  event  of  damage  to  the  primary  fusion  reactor,  a 
spare  unit  was  stored  in  close  proximity  to  the  impulse  engine  bays. 

A  series  of  facilities  designed  to  support  the  EPS  system  were 
situated  to  the  rear  port  side  of  deck  9.  They  controlled  power 
distribution  for  the  entire  vessel  when  in  normal  flight  mode,  but 
transferred  control  to  the  power  distribution  network  in  the  saucer 
section  when  separated. 

The  starboard  side  of  this  expansive  deck  contained  a  number  of 
laboratories  dedicated  to  atmospheric  systems,  once  again  providing 
specific  research  and  development  environments  for  specialists 
working  aboard  the  Enterprise. 

In  keeping  with  the  majority  of  decks  within  the  saucer  section, 

deck  9  featured  a  large  proportion  of  crew  quarters  on  both  its  port  and  starboard  sides,  which  were  connected  by  a  series  of  access 
corridors  and  the  main  turbolift  network.  A  crew  lounge  was  provided  at  the  front  starboard  side  of  the  deck,  allowing  personnel  on  this  level 
to  relax  after  their  duty  shift  without  having  to  travel  to  other  parts  of  the  ship.  One  of  the  most  important  scientific  research  tools  in  the 
fields  of  navigation  and  spatial  mapping  continued  down  into  this  deck  in  the  form  of  stellar  cartography.  This  department  was  situated  near 
the  center  of  the  deck  and  was  used  by  the  crew  to  create  a  detailed  and  comprehensive  map  of  the  ever-changing  Galaxy  as  they  traveled 

through  space.  Deck  9  also  housed  the  upper  sections  of  deck  10’s  holodecks, 
giving  a  far  greater  degree  of  realism  to  the  holographic  experience 
due  to  the  greater  amount  of  space  provided  by  the  higher  ceiling 
generated  over  two  decks. 


The  impulse  engines  contained  within  deck  9  of  the  ENTERPRISE  allowed 
the  saucer  section  to  operate  independently  of  the  stardrive  section 
when  the  two  components  of  the  GALAXY-ciass  vessel  were  separated. 


Deck  9  contained  additional  components 
of  the  stellar  cartography  department, 
including  the  central  work  station.  These 
systems  mapped  space,  resulting  in  the 
creation  of  detailed  star  charts. 


The  18  docking 
latches,  which 
were  used  to 
connect  the  two 
halves  of  the  ship, 
were  located  on  the 
dorsal  surface  of  the 
battle  section,  around 
the  periphery  of  the 
battle  bridge  and 
upper  sensor  arrays. 
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The  comfortable  banqueting  facilities 
aboard  the  ENTERPRISE  provided  a  suitable 
location  for  functions  to  welcome  visiting 
dignitaries  to  the  vessel. 


Deck  TO 


The  impulse  engines  that  provided  independent  propulsion  for  the 
saucer  section  when  in  separated  flight  mode  continued  down  from 
the  deck  above  into  the  rear  port  and  starboard  sides  of  deck  10. 

The  engines  consisted  of  a  number  of  gas  flow  accelerators  that 
directly  fed  the  generated  fusion  energy  into  the  driver  coils.  Direc¬ 
tional  movement  for  the  saucer  section  was  attained  via  a  series  of 
exhaust  director  venturi  located  directly  beneath  the  vectored  exhaust 
nozzles  of  deck  9. 

Reactor  maintenance  bays  on  this  deck  allowed  routine  and  emer¬ 
gency  maintenance  to  be  carried  out  on  the  impulse  engines,  with 
the  possibility  of  transferring  energy  production  to  the  auxiliary  fusion 
generators  located  to  the  sides  of  the  exhaust  systems.  Antimatter 
storage  pods  were  housed  behind  the  saucer  impulse  engines  to  the 
rear  of  the  engine  rooms,  with  EPS  support  again  located  in  close 
proximity  to  these  dual  drive  systems. 

The  lower  half  of  the  holodeck  which  began  in  the  deck  above  was 
located  in  the  center  of  the  port  and  starboard  sides  of  deck  10. 

The  final  section  of  stellar  cartography  was  located  on  this  deck 
close  to  a  number  of  crew  quarters  and  lifeboats.  Reaction 
control  thruster  quads  used  for  delicate  maneuvering  were 
situated  to  the  forward  and  rear  port  and  starboard  edges, 
with  a  sensor  monitoring  suite  and  sensor  maintenance 
located  on  the  starboard  leading  edge  of  the  deck. 

Ten-Forward,  the  largest  recreation  lounge  on  the  ship, 
was  located  centrally  at  the  most  forward  part  of  deck 
10,  hence  its  name.  This  was  the  most  popular  meeting 
place  for  off-duty  personnel,  and  featured  a  bar  where 
a  wide  range  of  food  and  beverages  were  served.  There 
was  also  an  additional,  smaller  crew  lounge  on  the 
starboard  leading  edge  of  this  deck,  which  could  be 
used  if  Ten-Forward  was  full. 

There  were  two  barber  shops  and  12  teaching  areas 
located  on  this  deck. 


Holodecks  were , 
perhaps,  the 
most  important 
recreational 
facilities 
aboard  the 
ENTERPRISE; 
they  provided 
off-duty  crew 
members  with 
a  place  to 
relax,  as  they 
could  create 
a  realistic  and 
interactive 
facsimile  of 


Deck  1 1 


any  environ¬ 
ment. 


■V 


/ 


Jj  #  /  The  Ten- 

W  Forward  bar 
Jm  |  1  r  was  the  most 

W  /  forward  location 
j  on  the  ENTER- 

PRISE.  It  provided  a 
relaxing  and  comfort¬ 
able  atmosphere  for  crew 
members  to  unwind  in  after  they 
had  completed  a  duty  shift. 


Deck  11  aboard  the  Enterprise  was  smaller  in  size  than  deck  10,  due  to  the 
inward  curve  of  the  saucer  section.  This  deck  had  a  number  of  systems  built  into 
the  dorsal  connection  spine  of  the  stardrive  section  that  were  used  to  distribute  power  and  other 
essential  utilities  between  the  primary  and  secondary  hulls.  There  was  also  a  series  of  structural 
latching  systems  to  the  rear  of  the  saucer  section  of  deck  11  that  worked  in  conjunction  with  the 
connection  systems  on  decks  9  and  10  to  join  the  stardrive  section  with  the  saucer  module.  A 

series  of  phaser  EPS  node  groups  behind  the  latching 
arms  fed  power  to  the  saucer  section’s  primary  offen¬ 
sive  systems,  including  the  phaser  arrays,  which  were 
situated  to  the  port  and  starboard  sides  of  the  deck. 

In  addition,  there  was  an  area  toward  the  rear  of  the 
deck  dedicated  to  tactical  planning. 

There  were  more  recreational  facilities  for  the 

crew  on  this  deck,  including  the  lower  parts  of  the  holodecks  that  spread  into  deck  10,  and  four 
large  gymnasiums.  There  was  a  repository  for  the  central  saucer  turbolift  carriages  near  the 
middle  of  the  deck,  and  access  to  a  stairwell  that  ran  the  entire  height  of  the  twin  computer 
cores.  An  aid  station  was  provided  at  locations  to  the  port  and  starboard  of  the  deck,  along  with 
engineering  support  offices  and  contingency  crew  accommodation  that  could  be  used  if  parts  of 
the  vessel  became  uninhabitable  or  the  entire  crew  had  to  be  evacuated  to  the  saucer  section  in 
an  emergency  situation. 

This  deck  also  housed  a  luxurious  and  comfortable  banqueting  and  conference  facility  that  was 
used  during  diplomatic  functions  or  when  VIP  guests  were  visting  the  ship. 


Like  drinking  establishments  throughout 
history,  Ten-Forward  featured  a  bar 
surrounded  by  stools. 
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A  collapsable  quarantine  chamber 
was  set  up  in  sickbay  in  2367  to  isolate 
Willie  Potts,  who  had  contracted  a 
deadly  and  contagious  parasite  from 
a  cove  palm  fruit. 


Beck  12 


Deck  12  was  particularly  important  as  it 
housed  the  Galaxy- class  vessel’s  extensive 
medical  facilities.  These  were  located 
centrally,  towards  the  front  of  the 

deck,  and  were  easily  accessed  f\  I^sJt  x\x\ai®ii^.'«~ 

from  all  parts  of  the  ship  via  the 
extensive  turbolift  network. 

The  medical  facilities  were  over¬ 
seen  by  Chief  Medical  Officer  Dr. 

Beverly  Crusher  and  were  split  into 
two  main  areas.  The  primary  facility, 
on  the  port  side,  featured  two  wards 
with  a  number  of  biobeds  (including  a 
primary  biobed  for  surgery),  Dr.  Crusher’s 
office,  and  a  nursery.  There  was  also  a  laboratory 
in  this  part  of  the  complex  that  was  equipped  with 
advanced  bio-assay  and  life  form  analysis  hardware. 

The  second  facility  consisted  of  two  dedicated  surgery 
suites,  a  physical  therapy  facility,  a  nursery,  and  a  zero-gravity 
therapy  ward.  Next  to  the  secondary  facility  was  a  dental  care 
office  and  a  full  biohazard  isolation  unit.  The  main  reception  area 
for  patients  was  situated  between  a  dedicated  computer  system  room 
for  sickbay  and  Dr.  Crusher’s  office. 

Deck  12  housed  a  relatively  small  number  of  crew  quarters  on  its  outer 
port  and  starboard  leading  edge,  reflecting  the  smaller  area  of  the  lower 
decks  within  the  saucer  section.  There  was  also  a  banquet  and  conference 
lounge  on  the  leading  edge,  next  to  some  of  the  crew  quarters.  There  were 
four  gymnasiums  on  this  deck  for  crew  use,  with  two  on  the  port  side  and  two 
on  the  starboard  side.  Other  recreational  facilities  on  this  deck  included  four 
similarly  sized  holodecks  at  the  rear,  starboard  side  of  the  deck.  These  four 
holodecks  were  supported  by  a  dedicated  EPS  system,  with  a  holodeck  program¬ 
ming  systems  room  very  close  to  the  facilities. 

Deck  12  also  featured  auxiliary  back-up  fusion  reactors 
directly  behind  the  twin  computer  stack  in  the  center  of  the 
deck.  These  were  used  to  power  the  impulse  engines  of  the 
saucer  section  when  in  separated  flight  mode.  The  rear  section 
of  the  deck,  located  within  the  upper  dorsal  spine  of  the 
engineering  hull,  featured  the  upper  half  of  shuttlebays 
2  and  3. 


The  ENTERPRISE’S  sickbay  facilities 
took  up  most  of  the  central,  forward 
section  of  deck  12.  They  were 
equipped  to  deal  with  almost  any 
medical  emergency  via  a  number 
of  biobeds  and  diagnostic  displays. 


There  were  more  holodecks  on  deck  12.  An 
upgrade  to  the  holomatrix  on  Stardate  41997 
brought  a  higher  degree  of  realism,  which 
prompted  Captain  Picard  to  try  his  Dixon  Hill 
holoprogram. 
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The  ventral  phaser  array  was  one  of 
12  Type-X  arrays  on  the  ship.  It  was 
used  as  a  weapon  or  to  remove 
debris  from  the  ship’s  path. 

Shuttlebays  2  and  3  were  located 
together  at  the  top  of  the  spine  at 
the  rear  of  the  stardrive  section.  The 
starboard  shuttlebay  was  the  larger 
of  the  two  facilities 


Deck  13 


Deck  13  housed  shuttlebays  2  and  3  at  the  rear  of  this 
level,  so  that  the  stardrive  section  had  its  own  auxiliary 
ship  facility.  Shuttlebay  2  included  a  dedicated  mainte¬ 
nance  bay  for  servicing  sensor  pallets  and  another  two 
for  the  preparation  and  servicing  of  mission-specific 
sensor  instrumentation.  Shuttlebay  3  could  be 
converted  to  class-H,  -K,  or  -L  environments  in 
the  event  of  emergency  evacuation  situations. 

The  rear  of  the  deck  also  included  the  ventral 
Phaser  array,  a  phaser  EPS  node  group,  and  a 
series  of  cargo  bays. 

Much  of  the  forward  area  of  deck  13  was 
dedicated  to  cetacean  studies,  with  a  navigation 
laboratory,  wet/dry  access  lock,  and  main 
cetacean  ops  all  in  close  proximity  to  each  other. 

There  were  also  a  series  of  lifeboats  on  their 
own  deployment  tracks,  which  were  reached  in 
an  emergency  via  wide  evacuation  routes  to  the 
port  and  starboard  sides  of  the  deck. 


The  photon  torpedo  launcher  was 
located  on  this  deck.  It  was  used 
when  traveling  at  warp  speed  and 
could  fire  10  torpedoes  at  a  time. 

The  computer  cores  were  respon¬ 
sible  for  the  operation  of  virtually 
every  automated  system  aboard 
the  ENTERPRISE.  Data  interfaced 
with  the  computer  cores  in  2366 
in  order  to  communicate  with  the 
nanites  that  had  overrun  the  ship. 


Deck  14 

The  forward  section  of  deck  14  housed  the  lower  half  of  the 
cetacean  navigation  laboratories  and  contained  a  significant 
amount  of  water  for  the  live  water-dwelling  species  that 
were  being  studied  by  the  cetacean  specialists.  The  central 
section  of  this  level  included  the  lower  termination  point  for 
the  twin  computer  cores  that  ran  through  every  level  to 
deck  5.  Access  to  these  computer  systems  was  gained  via 
a  number  of  doorways  surrounding  the  area,  while  emer¬ 
gency  access  to  other  levels  was  made  via  a  stairwell  that 
was  located  just  in  front  of  the  computer  cores.  Internal 
cargo  elevators  were  situated  to  the  port  and  starboard 
sides  of  the  deck,  allowing  large  items  to  be  moved  to 
different  locations  within  the  saucer  section  as  required. 
One  of  the  Enterprise’s  most  important  offensive  weaponry 
systems  was  situated  to  the  rear  of  the  deck,  with  a  large 
area  housing  the  photon  torpedo  launcher  surrounded  by  a 
photon  torpedo  storage  magazine. 


Deck  15 

The  outer  port  and  starboard  sides  of  deck  15  were  at  the  bottom 
of  the  saucer  section,  and  featured  large  cargo  loading  doors  so  that 
materials  could  be  loaded  directly  into  the  ship.  Two  internal  cargo 
elevators  were  positioned  next  to  the  loading  doors  so  that  the 
supplies  could  be  easily  transfered  to  any  level.  A  small  number  of 
lifeboats  were  located  on  the  outer  edges  of  the  deck,  reflecting  the 
decrease  in  crew  working  in  this  area.  A  lifeboat  evacuation  balcony 
was  situated  adjacent  to  the  lifeboats,  along  with  the  extension  of  the 
cetacean  lifeboat  deploy  track  from  the  decks  above.  The  rear  of  the 
deck  housed  an  array  of  separation  system  power  nodes  and  the  elec- 
trohydraulic  fluid  used  when  engaging  the  separation  flight  mode.  The 
dorsal  neck  structural  framing  formed  a  relatively  narrow  connecting 
section  to  the  engineering  hull. 


Several  of  the  items  that  were  used 
when  the  ship  separated  were  located 
on  this  level,  including  power  nodes 
and  electrohydraulic  fluid. 


The  cargo  loading  doors  were 
located  on  the  ventral  side  of 
the  saucer  section  on  each 
side  of  the  captain’s  yacht. 
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Deck  16  was  one  of  the  smallest  levels  on 
the  ship,  but  there  was  still  enough  space 
for  some  crew  quarters. 


The  captain’s  yacht  was  moored  in  the 
center  underside  of  the  saucer  section.  It 
was  mainly  used  for  transporting  dignitaries 
when  the  transporters  were  inop¬ 
erable. 


Deck  IB 

The  two-part  sectional  design  of  the  Galaxy- class  starships  meant  that  decks  16  on  the 
engineering  hull  and  the  saucer  section  were  not  connected,  requiring  personnel  to  move  up 
a  deck  and  then  down  again  in  order  to  reach  the  facilities  in  either  part  of  this  level.  The 
curvature  of  the  saucer  meant  that  deck  16  was  the  second  smallest  internal  area  after  deck 
1  within  the  saucer  section,  and  contained  comparatively  few  rooms.  The  forward  central  area 
on  the  very  bottom  of  the  saucer  section  included  the  saucer  deflector  monitoring  systems  that 
enabled  the  saucer  to  operate  independently  of  the  stardrive  section  when  in  separation  mode. 
The  turbolift  network  extended  to  this  lower  deck,  allowing  the  captain  or  other  crew  members 
to  directly  access  the  entry  airlock  to  the  captain’s  yacht.  This  spacious  vessel  nestled  within 
the  underside  of  deck  16,  forming  an  integral  part  of  the  ship  under  normal  flight  conditions, 
and  was  normally  used  only  for  diplomatic  functions. 

The  majority  of  the  Enterprise's  middle  and  lower  stardrive  decks  were  devoted  to  housing 
the  energy  production  systems  and  engineering  support.  These  provided  control  and  monitoring 
systems  to  the  vessel’s  hugely  powerful  impulse  and  warp  drives,  as  well  as  other  vital 
functions.  The  forward  part  of  this  level,  within  the  engineering  hull,  had  a  crew  lounge, 
enabling  off-duty  personnel  to  relax  without  having  to  travel  via  turbolift  to  other  parts  of  the 
ship.  Facilities  such  as  these  were  important  in  ship  design,  and  were  distributed  around  the 
vessel  to  offer  the  crew  somewhere  to  take  a  break  from  the  often  high-pressure  working 
conditions  in  which  they  operated  on  a  daily  basis. 
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Reck  17 

Deck  17  was  the  first  level  within  the  ship  that  was  located  solely  within  the  engi¬ 
neering  hull,  and  was  the  first  level  not  to  feature  a  saucer-shaped  section.  It  was 
located  at  the  front  of  the  connecting  column  between  the  stardrive  hull  and  the 
saucer  section.  There  was  a  crew  lounge  at  the  very  front  of  the  deck,  so  that 
when  the  stardrive  section  was  operating  independently  it  provided  a  stunning 
view  in  front  of  the  ship  in  much  the  same  way  as  Ten-Forward  did  at  the  front  of 
the  saucer  section.  Deck  17  was  classed  primarily  as  an  engineering  support 
level,  but  it  also  housed  a  small  number  of  crew  quarters. 


Deck  17  was  another 
of  the  smallest  levels 
on  the  ship  but  there 
was  enough  room  for 
a  handful  of  crew 
quarters,  which  were 
primarily  assigned  to 
members  of  the  engi¬ 
neering  department. 
One  member  of  the 
crew  invited  Captain 
Thadiun  Okona  back 
to  her  quarters  on 
this  level  in  2365. 


Reck  18 

Deck  18  had  virtually  the  same  displacement  and  shape  as  the  decks  directly 
above  and  below  it,  once  again  offering  a  lounge  at  the  front  of  this  level  for 
personnel  working  on  or  around  this  deck,  and  several  crew  quarters  running 
down  the  sides.  In  keeping  with  all  of  the  engineering  hull’s  levels  down  to  deck 
22,  there  was  a  rectangular  shaped  section  running  centrally  down  the  stern  of 
the  outer  hull  that  contained  several  hull  spine  conduits.  These  linked  the  EPS 
power  distribution  network,  the  computer  systems,  and  major  life  support  and 
environmental  facilities  between  the  primary  and  secondary  hulls. 


In  common  with  several  other  levels,  deck  18  featured  a 
section  that  made  up  the  raised  module  that  ran  down  the 
connecting  column  of  the  outer  hull  spine. 


Deck  19 

As  the  Enterprise  was  required  to  undertake  extended  missions  away  from  any 
support  facilities,  it  was  equipped  with  extensive  storage  facilities  in  order  to 
maintain  its  self-sufficiency.  The  rear  of  deck  19  featured  two  dedicated  areas 
designed  to  house  consumable  materials.  These  cargo  bays  were  located  close  to 
several  transfer  conduits  so  that  it  was  easy  to  distribute  these  commodities  to 
all  parts  of  the  ship. 

This  level  also  contained  a  small  number  of  crew  quarters  located  within  the 
center  of  the  deck,  facing  the  outer  starboard  hull,  while  the  port  side  was  taken 
up  with  a  series  of  VIP  guest  accommodations  that  were  used  to  house  visiting 
dignitaries.  Subsequent  lower  decks  housed  the  various  power  production  and 
distribution  systems,  so  deck  19’s  forward  crew  lounge  was  the  last  such  facility 
for  a  number  of  levels. 


Deck  19  housed  a  variety  of  VIP  quarters  for  visiting 
dignitaries.  In  2367  Dr.  Timid n  and  the  Betazoid 
Ambassador  Lwaxana  Troi  were  given  rooms  on  this  level. 


Deck  20 

Alternative  quarters  for  the  captain  were  located  on  the  outer  port  side  of  deck 
20.  These  were  used  by  the  captain  if  he  was  on  the  stardrive  section  when  the 
ship  was  operating  in  extended  separation  flight  mode  or  if  his  regular  quarters 
were  uninhabitable;  they  were  not  as  large  as  his  regular  accommodation,  but  still 
featured  a  separate  living  and  sleeping  area.  The  captain  was  not  the  only  one 
with  reserve  accommodation,  as  this  deck  housed  a  series  of  contingency  crew 
quarters  that  were  used  if  the  normal  facilities  were  damaged  or  if  transporting 
an  increased  number  of  personnel.  Deck  20  also  featured  a  dedicated  VIP  suite 
for  consulting  engineers  who  were  regularly  sent  to  the  Enterprise  to  assess  the 
efficiency  of  the  engines  and  check  to  see  if  the  chief  engineer  had  made  any 
modifications.  Dr.  Leah  Brahms,  who  was  responsible  for  much  of  the  original 
warp  engine  design  of  the  Enterprise,  was  one  of  the  engineers  who  stayed  in 
these  quarters  when  visiting  the  ship.  The  quarters  were  in  close  proximity  to 
the  EPS  support  area  at  the  leading  edge  of  the  deck. 


Dr.  Leah  Brahms  was  one  of  the  consulting  engineers  who 
stayed  in  the  VIP  accommodations  on  deck  20.  She  visited 
the  ship  to  inspect  the  modifications  Geordi  La  Forge  had 
made  to  the  engines,  and  the  two  became  good  friends 
after  they  saved  the  ship  from  a  spaceborne  life  form. 
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This  is  the  third  periodic  report  on 
the  status  of  the  Constellation-ciass 
cruiser  U.S.S.  Stargazer  NCC-2893 
since  its  recovery  from  the  Xendi  Sabu 
region,  Alpha  Quadrant,  Sector  Locator 
A6165-72319.  Currently,  the  Stargazer  is 
housed  at  the  Copernicus  Shipyards,  Luna, 
within  Starfleet’s  subsurface  museum 
complex.  The  vessel  is  maintained  directly 


across  from  its  sister  ship,  U.S.S.  Valkyrie 
NCC-2590,  in  a  nitrogen-oxygen  atmosphere 
and  is  available  for  tours  and  academic 
study. 

The  New  Constellation  Class  Project  was 
initiated  by  Commodore  Gihlan’t’aehn  in 
May  2280  to  augment  the  Constitution- 
class  cruisers  built  in  the  early  2240s. 
Commodore  Gihlan,  a  native  of  Tavlihna  IV, 


was  director  of  Copernicus  Yards  and  over¬ 
saw  the  initial  design  work  when  the 
procurement  order  was  approved.  Mission 
requirements  called  for  a  ship  capable  of 
carrying  out  long-range  sensor  analysis 
within  threat  territories,  communications, 
intelligence  gathering,  deployment  and 
retrieval  of  cargo  and  stealth  shuttles, 
and  general  science  and  patrol  duties. 
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Saucer  diameter  =  175  meters 
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1.2  CONSTELLATION-CLASS  CROSS  SECTION 

The  habitable  volume  of  CONSTELLATION  starships  such  as  the  U.S.S.  STARGAZER  NCC-2893  was  arranged  over  11  decks  in  the  saucer  module.  As  is  standard  in 
Starfleet  vessels  the  bridge  was  located  on  deck  1  on  the  uppermost  portion  of  the  saucer.  Crew  quarters  were  concentrated  on  decks  2  and  3;  the  twin  shuttle 
hangars  covered  decks  7  through  10,  with  access  provided  through  hangar  doors  at  the  rear  of  the  saucer.  The  remaining  four  decks  were  not  rated  for  habitation 
and  contained  the  computer  core,  the  turbolift  cars,  and  the  sensor  pallettes.  All  the  decks  were  connected  by  a  turbolift  network. 
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1.3  DEFLECTOR  GRID  FIELD.  The  CONSTELLATION  class  did  not  utilize  a  deflector  emitter  but  relied  on  a  combination  of  a  hull-based 
deflector  grid ,  Bussard  collector  fields,  tractor  emitters,  and  the  asymetrical  warp  fields.  These  worked  in  concert  to  protect  the 
hull  while  allowing  free  hydrogen  to  flow  into  the  Bussard  collectors. 


The  Constellation  class  would  need  to 
support  25  percent  more  crew  and  cargo 
than  the  Constitution  class  refit,  while 
retaining  the  refit’s  warp  speed  perform¬ 
ance.  An  18  percent  larger  warp  swirl  cham¬ 
ber  and  two  additional  nacelles  were  added, 
theoretically  allowing  the  Constellation  to 
cruise  at  warp  6  (absolute  scale)  and  run  at 
a  dash  speed  of  warp  8  for  12  hours.  Even 
with  a  thicker  primary  hull,  the  new  ship  had 
to  fit  within  existing  starbase  docks. 

In  eight  months,  flight  dynamics  simula¬ 
tions  validated  the  concept  and  the  design 
was  finalized.  Commodore  Gihlan  was 
promoted  to  admiral  and  appointed  head 
of  Starfleet  Strategic  Planning,  with  added 
duties  as  liaison  to  the  Federation  Council. 
Though  no  longer  directly  connected  to  the 
project  as  admiral,  she  vigorously  supported 
the  effort  through  to  the  launching  of  the 
Constellation } 

Production  history 

While  more  advanced  ships  like  the 
Ambassador  class  were  still  in  the  design 
stage,  Constellation  was  fast-tracked  using 
existing  components  from  the  refit 
Constitution  assembly  flow.  Major  hull 
assemblies  and  spare  nacelles  had  been 
available  since  2273  for  an  additional  run 
of  14  refit  ships,  but  eight  of  those  were 
diverted  to  the  Constellation  Class  Project. 
When  the  Miranda  and  Soyuz  classes  also 
became  major  outgrowths  of  the  refit 
program,  the  production  lines  expanded, 
ultimately  involving  a  total  of  three  Starfleet 
yards.  Occasional  hitches  in  all  the  pro¬ 


grams  occurred,  such  as  delayed  warp  coil 
deliveries,  but  the  new  four-engined  deep 
space  explorer  U.S.S.  Constellation  finally 
launched  June  15,  2284,  one  month  short 
of  315  years  since  the  launch  of  Apollo  11. 

The  production  and  launch  order  was  as 
follows: 


U.S.S. 

Constellation 

NCC-1974 

U.S.S. 

Hathaway 

NCC-2593 

U.S.S. 

Stargazer 

NCC-2893 

U.S.S. 

Valkyrie 

NCC-2590 

U.S.S. 

Gettysburg 

NCC-3890 

U.S.S. 

Magellan 

NCC-3069 

U.S.S. 

Victory 

NCC-9754 

U.S.S. 

Gihlan 

NCC-9761 

STARGAZER  specifics 

The  U.S.S.  Stargazer  followed  the  class 
plan  of  primary  hull,  twin  impulse  block,  and 
double  sets  of  vertical  and  transverse 
nacelle  pylons.  The  total  length  of  the  ship 
was  310  meters  and  the  height  was  86 
meters.  The  saucer  was  expanded  to  175 
meters  over  the  refit’s  144  meter  diameter 
and  increased  in  height  to  54  meters,  equal 
to  3.5  decks.  The  habitable  spaces  occu¬ 
pied  11  decks,  including  the  bridge. 

Sensors  and  other  scientific  equipment 
were  housed  within  semi-streamlined  blis¬ 
ters,  depending  on  how  much  the  gear 
affected  the  hull  warp  field  layers.  With 
the  absence  of  a  dedicated  navigational 
deflector  dish,  a  combination  of  shield  grid 
generators,  Bussard  collector  fields,  and 
tractor  emitters  worked  to  clear  interstellar 
debris  from  the  flight  path.  High  energy 
conduits  and  radiators  standing  out  from 


the  saucer  top,  bottom,  and  rim  were  early 
examples  of  structural  integrity  field  (SIF) 
reinforcements  called  into  play  during  battle 
and  high  stress  maneuvering. 

Warp  dynamics 

The  nacelle  configuration  caused  some 
initial  concern  over  warp  field  dynamics, 
since  the  coil  gaps  and  energy  release 
grilles  were  turned  90  degrees.  However, 
warp  flight  simulations  turned  up  little  field 
interference,  and  this  was  verified  during 
actual  shakedown  trials.  The  short  horiz¬ 
ontal  nacelle  separation  of  72  meters 
worked  because  of  the  90  degree  bend, 
and  the  twin  pairs  of  nacelles  essentially 
created  two  ‘normal’  starships  joined  with 
a  ‘twisted’  hull. 

The  warp  core  was  placed  within  the 
juncture  of  the  impulse  block  and  pylons. 
Matter  and  antimatter  tankage  filled  the  aft 
primary  hull;  antimatter  pods  could  be  jetti¬ 
soned  through  hatches  in  the  impulse  block 
in  an  emergency. 

The  saucer  hull  was  designed  tall  enough 
to  house  three  different  large  impulse-only 
shuttles,  plus  one  warp-capable  reconnais¬ 
sance  craft  which  remains  classified  today. 
The  extra  volume  was  used  for  both  a  larger 
crew  (535)  surrounding  the  central  core, 
and  extended  cargo  and  exploration  ops 
around  the  periphery.  Cargo  and  vehicles 
could  move  in  and  out  through  any  of  seven 
hangar  doors;  the  hangar  and  cargo  bay 
floors  were  also  divided  up  into  pressure 
cells,  while  allowing  for  some  internal 
movement  of  material. 
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The  Stargazer’s  armament  consisted  of 
12  phaser  turrets  on  the  primary  hull,  four 
on  the  pylons,  and  two  on  the  impulse 
block.  Two  forward  firing  pairs  of  photon 
torpedo  launchers  were  located  on  the 
pylons,  and  one  aft  firing  tube  in  the 
impulse  block.  Defensive  shield  grids 
covered  the  dorsal  and  ventral  saucer 
halves,  augmented  by  active  shield  plating 
in  the  pylons  and  nacelles. 

Mission  gear 

Stargazer’s  suite  of  sensors  included  gas, 
dust,  and  energy  field  detectors,  all  coordi¬ 
nated  by  the  main  computer’s  analysis  sub¬ 
routines.  The  port  ventral  blister  contained 
a  single,  tight-focus  sensor  ‘cannon’  which 
could  point  with  great  accuracy  at  a  target 
some  3.5  light  years  away.  This  device  was 
used  in  concert  with  the  stealth  shuttles  or 
alone  when  shuttle  ops  were  deemed  too 
risky. 

The  Stargazer  first  left  the  confines  of  its 
lunar  hangar  under  impulse  power  on  April 
23,  2285  to  begin  a  series  of  checkout 
flights  under  Captain  Donald  Capello.  Warp 
speed  trials  progressed  from  warp  1 
through  warp  6,  and  by  November  2285 


the  ship  was  certified  for  warp  8. 

Stargazer  was  fully  crewed  and  provi¬ 
sioned  for  deployment  in  early  2286, 
concentrating  on  the  Romulan  and  Klingon 
borders.  Galactic  science  missions  were 
mixed  into  the  patrols  and  intelligence  gath¬ 
ering  in  2302,  and  Stargazer  both  support¬ 
ed  fleet  operations  and  performed  solo 
missions  through  2311,  sustaining  mostly 
minor  damage  and  casualties  during  stand¬ 
offs  and  incursions.  Additional  events  and 
crew  changes  can  be  found  in  Reserved 
Document  SFI-3491H. 

Battle  of  Maxia 

Under  the  command  of  Captain  Jean-Luc 
Picard,  the  U.S.S.  Stargazer  sustained 
major  damage  while  engaged  with  a  Ferengi 
Marauder  in  the  Maxia  Zeta  system  in 
2355.  In  2364  the  Ferengi  returned  the 
Stargazer ,  presumed  destroyed,  in  Daimon 
Bok’s  scheme  to  exact  vengeance  on  Picard 
for  the  death  of  his  son  in  the  Maxia  inci¬ 
dent.  The  plot  failed  and  the  Stargazer  was 
towed  at  impulse  to  Xendi  Starbase  9,  a 
Federation  contract  repair  base. 

There  the  vessel  was  thoroughly  exam¬ 
ined  for  additional  Ferengi  tampering, 


rebuilt,  and  returned  to  flight  status  in 
2366.  Stargazer  resumed  limited  science 
and  patrol  duties  until  2374,  when  it  was 
placed  in  the  Copernicus  Yards  museum.  As 
with  the  Valkyrie,  the  vessel  remains  avail¬ 
able  for  redeployment  if  necessary,  requir¬ 
ing  only  propellants,  consumables,  and 
flight  software  loads.  With  periodic  upgrades 
and  structural  maintenance,  the  U.S.S. 
Stargazer  is  predicted  to  remain  a  reliable 
and  effective  starship  until  at  least  2435, 
150  years  after  its  construction. 


End  Notes 

1  Gihlan  was  also  present  at  the  launching  of  the 
second  ship,  the  U.S.S.  Hathaway.  Sadly,  howev¬ 
er,  she  was  stricken  with  the  genetic  form  of 
kemireth  fever  and  died  shortly  before  the  com¬ 
pletion  of  the  Stargazer.  The  eighth  vessel  in  the 
class,  provisionally  named  U.S.S.  Houbolt,  was 
commissioned  U.S.S.  Gihlan  in  her  honor. 

2  U.S.S.  Valkyrie  launched  after  the  Stargazer  due 
to  extensive  repairs  to  her  antimatter  conduits 
following  an  accidental  partial  magnetic  contain¬ 
ment  loss, 


1.4  ANTIMATTER  POD  EMERGENCY  EJECTION.  If  necessary,  the  starship’s  antimatter  storage  pods  could  be  ejected  from  the  impulse 
block.  For  safety  reasons,  the  pods  were  ejected  in  a  staggered  formation  through  twin  hatches. 
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Behind  the  Scenes 


S1AR  TREK  NEMESIS 


24th-Century  Wheels 

Along  with  the  spectacular  space  battles  and  alien  encounters  we’re 
accustomed  to  on  STAR  TREK ,  the  new  movie  contains  some  futuristic 
four-wheeled  vehicles  in  an  exciting  action  sequence. 


The  Star  fleet  vehicle  was  a  commercially  made 
Protriickbase  and  engine,  plus  bodywork  based 
on  John  Eaves’  design  concept. 


Concept  artist  John  Eaves  faced  an 

unusual  challenge  when  he  was  asked 
to  take  a  step  back  from  the  future  and 
come  up  with  the  design  for  a  couple 
of  wheeled  vehicles.  One  of  the  early 
action  sequences  in  STAR  TREK  NEMESIS 
sees  our  heroes  encounter  a  new  planet  and 
a  new  race,  and  they’re  involved  in  a  dramatic 
chase  across  desert-like  terrain;  we  see  not 
only  the  alien  ‘jeep’  but,  for  the  first  time,  a 


Starfleet  vehicle  that  is  carried  within  the 
Argo,  also  new  -  a  shuttle  from  the  U.S.S. 
Enterprise  NCC-1 7 01-E.  In  the  sequence, 

Picard  and  Data  sit  up  front,  with  Worf 
‘riding  shotgun’  at  the  rear. 

The  producers’  first  move  was  to  locate 
specialist  companies  who  could  provide  the 
chassis  and  powerplants  for  the  vehicles.  John 
recalls,  “I  actually  designed  the  Argo  first;  we 
just  figured  we’d  specify  the  size  of  the  shuttle 


and  the  door  according  to  what  the  truck  size 
would  be.  The  way  it  was  drawn,  everything 
could  go  up  or  down  percentagewise  once 
they  went  to  build  the  set  piece. 

Rear  seating 

“For  the  Starfleet  vehicle,  they  rented  two 
Protrucks.  The  problem  was,  even  though  it 
looks  like  a  pickup  truck  on  the  outside  with 
the  bed  of  a  truck  where  Worf  would  sit,  you 
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The  first  pass 

John  Eaves  sketched  his  first  version  of  the  Starfleet  vehicle 
when  it  was  thought  that  Worf’s  seat  would  have  to  be  raised 
above  the  suspension  at  the  rear  of  the  truck.  He  then  worked 
on  more  detailed  drawings  that  showed  the  weapons  and 
seating,  plus  storage  doors  that  double  as  armored  protection. 


Behind  the  Scenes 
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couldn’t  use  that  space  because  they  had 
shock  absorbers  and  a  lot  of  hydraulic  equip¬ 
ment  in  there.  Because  of  the  suspension, 
the  first  design  was  based  on  the  fact  that 
Worf ’s  seat  was  going  to  have  to  be  higher 
than  the  bed  of  the  truck.  Overall,  I  wanted 
the  rig  to  have  a  lot  of  framework,  like  a  dune 
buggy,  so  I  drew  an  open  frame  but  with 
futuristic  boxes  on  the  side  that  would  house 
their  machinery,  their  guns,  their  engines:  all 
that  type  of  thing.” 

Offroad  racer 

Ivan  Stewart  of  Protruck  Racing  Organiza¬ 
tion  supplied  the  two  trucks  that  became  the 
Starfleet  vehicle.  “We  sent  them  basic  blue¬ 
prints  and  found  out  what  they  would  like  it 
to  do;  it  was  going  to  be  relatively  easy  to 
accomplish  all  the  tasks  they  had  to  be  able 
to  jump  and  land  -  and  of  course  they  had  to 
be  durable. 

“They  had  artists’  renderings  of  how  the 
vehicles  were  going  to  look.  They  adapted 


them,  and  between  their  drawings  and  my 
chassis  we  came  up  with  what  the  vehicle 
looks  like  right  now.  The  engines  are  Toyota 
powerplants;  they’re  pretty  sophisticated.” 

“We’re  the  only  company  that  actually 
builds  these  Protrucks  for  racing  purposes. 
We'  're  not  an  assembly  line,  but  we  have  two 
lines  so  it’s  easy  for  us  to  duplicate  the  parts 
on  them.  Had  Paramount  used  any  other 
type  of  offroad  truck,  there  wouldn’t  have 
been  the  amount  of  spare  parts  and  the 
testing  we’ve  done  in  the  past  -  that’s  why  we 
haven’t  had  any  trouble  with  them!  We  had 
no  test  time  for  the  finished  vehicles;  we  built 
them,  we  put  the  engines  in  them,  I  drove 
them  literally  a  half  a  block  up  the  street  and 
back  and  put  them  on  a  trailer,  they  went  to 
Paramount  and  the  bodies  were  put  on,  and 
then  they  went  out  to  the  desert  for  filming.” 

John  Eaves  continues,  “When  they  actually 
got  the  chassis  in  and  started  to  build  them 
they  found  that  they  could  use  part  of  the 
bed,  so  my  next  design  showed  where  the  seat 


The  final 
version 

John  came  up  with  his  final 
design  when  it  was  discovered 
that  Worf’s  seat  could  be 
mounted  a  little  lower  on  the 
truck  bed.  He  also  added  a  roll 
cage  for  protection. 


has  been  countersunk  into  the  bed  area;  the 
shock  absorbers  went  all  around  the  seat,  but 
not  where  Michael  Dorn  could  get  hurt.  The 
other  difference  was  that  we  added  a  roll  cage 
for  Michael’s  protection,  and  that  added  to 
the  look. 

“Bill  Skinner  in  the  NEMESIS  art  depart¬ 
ment  added  his  own  creativity;  he  took  the 
drawings  and  blueprints  of  the  chassis,  drew 
up  each  piece  so  the  special  effects  shop  could 
make  them,  and  when  asked  to  build  the  roll 
cage  he  designed  how  that  would  work  with 
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Out  on  location 

The  Kolaran  stunt  sequence  was 
filmed  in  the  desert  north  of  Los 
Angeles  over  eight  days.  Unit 
production  manager  Marty  Hornstein 
says,  “This,  I  think,  is  the  biggest 
action  sequence  we’ve  ever  done 
on  a  STAR  TREK  movie.  The  Protruck 
is  a  great  vehicle  -  a  $136,000 
offroad  beast.” 

Before  the  shoot  began,  Marty  and 
the  crew  had  to  tackle  the  many 
problems  caused  by  being  out  in  the 
desert  at  the  start  of  winter.  “We 
had  rain,  and  the  winds  came  up  to 
60  miles  an  hour  and  biew  all  our 
tents  away,  and  a  lot  of  our  greens 
[additional  shrubs].  We  were 
working  most  of  Thanksgiving 
weekend  trying  to  get  it  ready  for 
Monday.  We  had  three  days  of  what 
was  called  a  second  unit,  but  it  was 
a  real  action  unit  and  was  almost  as 
big  as  a  first  unit;  we  even  had 
principals  out  here  -  Patrick,  Brent, 
and  Michael. 

Capturing  the  action  meant  a  lot 
of  camerawork.  “We  were  running 
four  and  five  cameras  -  six  cameras, 
actually,  including  a  helicopter.  We 
did  two  big  jumps  with  the  Protrucks 
and  the  Kolaran  cars,  and  we  turned 
over  a  Kolaran  car  -  deliberately,  it 
was  a  great  shot.  We  also  burned 
the  transmission  out  of  our  hero  car 
and  had  to  bring  it  back  in  and 
repaint  the  thing  after  we  fixed  it, 
all  in  a  24-hour  period.” 

On  set,  the  vehicles  themselves 
weren’t  the  only  items  that  needed 
attention.  “We  had  an  armorer  who 
was  responsible  for  nothing  more 
than  seeing  that  the  guns  fired  - 
and  we  had  a  lot  of  gunfire!  We  also 
had  specialty  STAR  TREK  props  that 
had  to  work  out  in  the  desert;  at 
one  point,  when  they  can’t  get  back 
to  the  ship,  Data  pushes  a  few 
buttons  and  a  little  screen  comes 
out  of  the  console  of  the  vehicle 
and  he  literally  controls  the  ship 
from  there,  so  we  have  interactive 
graphics  both  in  his  hand  and  on 
the  dashboard  of  the  car.  It’s  really 
neat.” 


Director  Stuart  Baird  (second  from  left)  and  the  crew  get  ready  to  shoot  part  of  the  chase 
sequence.  The  Starfleet  vehicle  was  pursued  by  the  Kolaran  trucks  (below). 
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Behind  the  Scenes 


The  Kolaran  vehicles 

The  alien  vehicles  had  to  contrast  with  the  Starfleet  truck.  There 
were  two  different  versions  -  two-  and  four-seat  -  and  John  matched 
their  color  scheme  to  the  desert-like  terrain  the  sequence  was 
filmed  in.  For  a  slightly  more  offbeat  look,  he  added  detail  such  as 
an  offset  gunner’s  position  on  the  top  of  the  vehicle. 


OF 


the  equipment  in  the  truck.  It  was  a  collabora¬ 
tive  effort. 

“There  was  going  to  be  a  lot  of  graphic 
work  on  the  vehicle,  but  they  did  an  all- 
nighter  to  finish  painting  it  and  it  was  still  wet 
when  they  drove  it  out  to  the  desert;  they  were 
filming  within  two  hours  of  it  being  finished! 
So  the  only  graphics  that  made  it  were  the 
Starfleet  logo  on  the  front,  and  an  Argo  sticker 
on  the  side.” 

Replacement  vehicle 

There  were  actually  two  Starfleet  vehicles, 
in  case  of  breakdown  or  damage.  “It  worked 
out  good,  because  they  did  have  an  accident 
and  broke  one  of  them!”  says  John.  Ivan 
Stewart  adds,  “They  were  identical,  except 
one  had  more  horsepower,  and  I  think  the 
stunt  driver  liked  it  better!  I  had  a  mechanic 


on  the  shoot  who  noticed  a  couple  of  other 
little  differences,  but  mainly  the  sound  of  the 
engines  is  the  only  way  you  can  tell  them 
apart.  They’re  pretty  neat.” 

Enemy  trucks 

Obviously,  the  Kolaran  vehicles  had  to  look 
different  than  the  Starfleet  one.  “There  were 
actually  two-seat  and  four-seat  versions,”  says 
John  Eaves.  “They  needed  five  or  six,  and 
they  couldn’t  buy  them  all  in  one  size.  The 
four-seater  is  a  bit  longer. 

“From  the  design  point  of  view,  they  didn’t 
want  them  to  look  bizarre;  they  wanted  to 
have  them  look  like  a  road  vehicle.  They 
weren’t  necessarily  meant  to  look  like  Army 
vehicles,  but  I  wanted  to  tie  in  the  color  to  the 
natural  landscape;  I  thought  that,  as  an 
aggressive  race,  the  Kolaran  would  definitely 


want  to  hide  in  their  surroundings,  so  1  used  a 
camouflage  pattern  that  matched  the  terrain. 
To  make  the  design  a  little  bit  different  I 
offset  things,  as  opposed  to  having  everything 
symmetrical,  so  the  gun  guy’s  port  is  off 
center  from  the  driver,  and  it’s  the  same  with 
the  bigger  four-seater. 

“This  was  pretty  much  all  they  could  do 
with  the  rigs  they  had,  because  there  was  so 
much  suspension  all  over,  and  so  working  out 
what  could  be  covered  and  what  couldn’t  was 
a  bit  of  a  challenge.  But  they  had  the  actual 
vehicles  here  at  the  studio,  so  I  could  go  out 
and  take  pictures  and  kind  of  draw  around 
what  was  already  there. 

“We’ve  never  used  cars  before  in  STAR 
TREK ,  and  to  make  them  look  futuristic,  but 
still  like  cars,  was  a  little  bit  of  a  challenge. 

But  I  think  the  final  results  looked  good.” 
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24th-Century 
Medical 
Equipment 
Interviews: 
Majel  Barrett  Roddenberry, 
Rick  Berman,  William  Sadler, 

Jon  Povill 

Features:  Designing  the 
Bridge  of  the  U.S.S.  Enterprise 
NCC-1 701-D  (Part  2),  Ron  Surma: 
Casting,  Motion  Control  (Part  2), 
John  Colicos:  A  Tribute,  Elite 
Force  Computer  Game 
Ref:  STM015 
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Volume  1 
Issue  16 
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Briefings:  Earth 
l  History,  The 
Jem’Hadar 

1  Attack  Ship, 

1  Gamma 
*  Quadrant 

Races 

Interviews:  Denise  Crosby, 

Nicole  deBoer,  Aron  Eisenberg, 
John  Meredyth  Lucas,  NASA’s 
Janice  Voss 

Features:  STAR  TREK:  The 
Animated  Series  (Part  1), 
Designing  the  U.S.S.  Enterprise 
NCC-1701-D  (Part  3),  A  close  look 
at  the  U.S.S.  Voyager  NCC-74656 
Ref:  STM016 


Volume  1 
Issue  20 

Briefings: 

U.S.S.  Relativity 
NCV-474439-G, 
Spock, 

The  Varro, 

The  Bajorans 
Interviews:  George 
Takei,  John  Savage,  Kenneth 
Biller,  Robert  Blackman 
Features:  Ronald  B.  Moore’s 
Visual  Effects  Journal:  ‘Fury,’ 
Designing  the  U.S.S.  Voyager 
NCC-74656,  Reinventing  the 
Klingons  (Part  2),  STAR  TREK 
‘Ships  of  the  Line’  Calendar, 
Captain  Kirk  loses  his  shirt 
Ref:  STM020 


Volume  1 
Issue  24 

9pn 

Briefings: 

Miranda  Class, 
Wesley  Crusher,  i 
The  Vaadwaur,  1 
Starfleet  1 

Uniforms 

Baafir  twk 
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2366-73 

Interviews:  Marc  Alaimo, 

Susan  Gibney,  Martha  Hackett, 
James  Kahn 

Features:  Tim  Earls:  Set 
Designer,  Designing  Graphics: 

A  Klingon  control  panel,  Eden  FX, 
Creating  the  Bajorans,  Costumes 
for  the  Kai,  Activision  2001, 
Captain  Kirk  and  Computers 
Ref:  STM024 


Garrett  m.  *-■ 


Volume  2 
Issue  4 


Briefings: 

Deep  Space 
Nine,  Kira 
Nerys,  The 
Overlookers, 

Games  and 
Sports 
Interviews:  Garrett  Wang, 
Rick  Berman,  Michael  Piller, 
Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER 


Features:  Captain  Archer  and 
the  22nd  Century,  Designing 
STAR  TREK:  VOYAGER,  Greatest 
Props,  STAR  TREK:  VOYAGER: 
The  Writers  Look  Back 


Ref:  STM028 


Volume  1 
Issue  17 

Briefings:  U.S.S.  1 

Enterprise 

NCC-1 701, 

William  Riker,  1 

Cardassian  f 

Ships,  ii! 

Spaceborne 

"Ll_  -  =r- 

Life  Forms 

Interviews:  Jeffrey  Combs, 
Patti  Yasutake,  Wendy  Neuss 
Features:  Creating  the  Ferengi 
with  Herb  Wright,  John  Eaves 
on  Arming  DS9,  STAR  TREK: 
DEEP  SPACE  NINE  Companion,’ 
STAR  TREK:  The  Animated 
Series  (Part  2) 

Ref:  STM017 


Volume  1 
Issue  18 

Briefings:  U.S.S 
Voyager  NCC- 
74656,  Alice, 
Kathryn 
Janeway, 

The  Klingon 
Civil  War 
Interviews:  Kate 
Mulgrew,  Marina 
Sirtis,  Josh  Clark 
Features:  STAR 
TREK:  VOYAGER: 
Season  Six  Visual 
Effects  (Part  1), 
Designing  the  Delta  Flyer,  An 
Inside  Look  at  ‘Unimatrix  Zero,’ 
Designing  the  Borg  Tactical 
Cube,  STAR  TREK:  New  Frontier 


Ref:  STM018  &  Ref:  STM18A 


Volume  1 
Issue  19 
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Briefings: 

U.S.S.  Enterprise 
NCC-1 701-B,  The 
Trills,  Think  Tank, 

Starfleet 
Uniforms  2271 
Interviews: 

LeVar  Burton,  Cecily  Adams 
Features:  STAR  TREK:  VOYAGER: 
Season  Six  Visual  Effects  (Part 
2),  Designing  the  U.S.S.  Voyager 
NCC-74656,  Talking  to  an  Alien, 
Reinventing  the  Klingons  (Part 
1),  Aliens  and  Artefacts,  Mad 
Officers,  Andre  Bormanis  on 
what  constitutes  life  in  STAR  TREK 
Ref:  STM019 


Volume  1 
Issue  21 

Briefings:  U.S.S. 

Enterprise 
NCC-1 701-D, 

Federation 
Law,  The  Borg 
Queen’s  Ship, 

Standard  Issue 
Kit  2266 
Interviews:  Tim  Russ,  Rene 
Auberjonois,  Jonathan  Del  Arco 
Features:  Doug  Drexler  on  his 
work  as  a  STAR  TREK  makeup 
artist,  Ronald  B.  Moore’s  Visual 
Effects  Journal:  ‘Fury’  (Part  2), 
Klingon  Wooing 
Ref:  STM021 
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Volume  1 
Issue  22 


Briefings:  The 
Raven,  23rd 
Century  Aliens, 
Ferengi  Pod, 
Worf 

Interviews: 
Dwight  Schultz, 
Jonathan  Frakes,  Tiny  Ron, 

Merri  D.  Howard 


n  fflMCIU  BBIBgj 


Features:  Designing  the  Interiors 
of  the  U.S.S.  Enterprise  NCC- 
1701-D,  Doug  Drexler  on  his  work 
as  a  STAR  TREK  scenic  artist, 
Compositing:  Odo  gets  some  new 
threads,  Gold  Key  Comics:  STAR 
TREK’s  Original  Comics 
Ref:  STM022 


Volume  1 
Issue  23 


Briefings: 

U.S.S. 

Dauntless 
NX-01A, 

Federation 
Starships, 

The  Borg 
Interviews:  Rick 
Berman,  Alice 
Krige,  Manu 
Intiraymi 

Features:  Creating 
the  Borg,  Borg  Costumes, 
Assembling 

the  Borg  Queen,  Designing 
Borg  Ships,  Borg  Makeup, 

The  Borg  Evolve,  Borg  Species 
Designations,  Becoming  Borg 
(Assimilation  FX) 

Ref:  STM023  &  Ref:  STM23A 


Volume  2 
Issue  1 


Briefings:  U.S.S. 

Grissom  NCC- 
638,  Dr.  McCoy, 

Q’s  Anti-time 
Future,  23rd 
Century  Aliens 
Interviews: 

William  Shatner, 

Nichelle  Nichols, 

Hans  Beimler, 

Jonathan  Del 
Arco,  John  Dwyer 
Features:  Designing  the  Future, 
Women  of  STAR  TREK,  On  the 
Frontier,  STAR  TREK  Guitar, 
STAR  TREK  VFX:  Levitating 
Commander  Riker 


Volume  2 

Issue  5 

ipT*5yg3B 

Briefings: 

Pike’s  Starship 

Enterprise,  1 

Thomas  Paris,  J 

Project  f 

Pathfinder,  (■ 

— r--  lj"  ^  J 1 . 

Starfleet  Roles 

Interviews:  Cirroc  Lofton, 

Kenneth  Biller,  Bryan  Fuller 
Features:  Reinventing  the 
Ferengi,  Second  Unit,  STAR  TREK: 
VOYAGER’S  Greatest  Hair,  Marvel 
Comics,  Andre  Bormanis  on 
Suspended  Animation,  Bad 
Behavior,  Designing  the 
Type-12  Shuttlecraft 
Ref:  STM029 


Ref:  STM025  &  Ref:  STM25A 

Volume  2 
Issue  2 

Briefings:  U.S.S. 
Stargazer  NCC- 
2893,  Dr.  Bashir, 
Jupiter  Station, 
Tactics  and 
Maneuvers 
Interviews: 
Roxann  Dawson,  John  Logan, 

Eric  Menyuk,  Bryan  Fuller 
Features:  Designing  Species 
8472,  Designing  Ares  IV,  STAR 
TREK:  VOYAGER  The  Final 
Season,  Q2:  Father  and  Son, 

STAR  TREK:  DEEP  SPACE  NINE 
The  Continuing  Story 
Ref:  STM026 


Volume  2 
Issue  3 


Briefings: 

U.S.S.  Voyager 
NCC-74656, 

Kes,  U.S.S. 

Equinox  NCC- 
72381,  Worlds 
of  the  Delta 
Quadrant 
Interviews: 

Robert  Picardo, 

Rick  Berman,  Michael  Piller, 
and  Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER,  Brannon  Braga 
Features:  Greatest  Visual 
Effects,  Greatest  Makeups, 
Greatest  Costumes,  Designing 


STAR  TREK:  VOYAGER 
Ref:  STM027  &  Ref:  STM27A 


Volume  2 
Issue  6 

Briefings:  U.S.S. 

pBHi  2ml '  ■ 

i  Enterprise  NCC- 

1701-E,  Tasha 

1  Yar,  The  Voth, 

1  Galactic 

1  Archaeology 
Interviews: 

Patrick  Stewart 

Features:  Gene  Roddenberry,  On 
the  Frontier  with  John  and  Mary 
Black,  35  Years  of  STAR  TREK, 
Who  is  in  the  Federation? 
Reinventing  the  Ferengi  Part  2: 
The  Melting  Pot,  ‘Starfleet 
Command  Orion  Pirates,’  STAR 
TREK  Sets,  Rick  Sternbach  STAR 
TREK  Illustrator,  Andre  Bormanis 
on  Gravity 
Ref:  STM030 


Volume  2 
Issue  7 


Briefings:  Starfleet 
Ships,  Odo,  The 
Dominion  Fleet, 

23rd  Century 
Aliens 
Interviews: 

Rick  Berman 
Features:  Meet  the  Crew 
of  ENTERPRISE,  Director  James 
Conway  on  the  Making  of 
‘Broken  Bow,’  DC  Comics,  John 
Eaves,  The  Trouble  With  Q, 
‘Enterprise’  Lineage  from 
schooner  to  starship,  Kirk’s 
Mission,  Andre  Bormanis  on 
searching  for  alien  life 


Ref:  STM031 


Volume ; 

Issue  8 

Briefings:  U.S.i 
Enterprise 
Refit,  K’t’inga- 
Class  Battle 
Cruiser,  V’Ger 
Interviews: 

Stephen 
Collins, 

Robert  Wise 
Features: 

The  Director’s 
Edition,  Spock  and  Xon, 
Director’s  Edition  VFX,  Finishing 
The  Movie,  Persis  Khambatta, 
Visual  Effects:  1979,  Robert 
McCall,  Harold  Livingston: 
Writing  the  first  STAR  TREK 
movie,  The  Memory  Wall, 
Production  Design,  The  Props 
Ref:  STM032  &  Ref:  STM32A 


Volume  2 
Issue  9 

Briefings:  U.S.S. 

Prometheus  NX- 
59650,  Geordi 
La  Forge, Iden’s 
Rebellion, 

Starship 
Operations 
Interviews:  Scott  Baku  la, 
Vaughn  Armstrong,  Brannon 
Braga,  Robert  Blackman 
Features:  Designing  the  Klingon 
Battle  Cruiser,  Obscure  STAR 
TREK  aliens,  ‘Starship  Spotter,’ 
‘Ships  of  the  Line’  Calendars, 
STAR  TREK  Science:  Andre 
Bormanis  on  Enterprise  NX-01  ’s 
systems,  Who  is  that  Alien?, 
Hallmark  Christmas  Ornaments, 
A  Versatile  Set 
Ref:  STM033 


Volume  2 
Issue  10 

Briefings:  Delta 
Flyer,  Scotty, 
Klingon  Culture, 
Starfleet 
Uniforms 
2270’s-2340’s 
Interviews: 

Linda  Park,  Jeffrey  Combs, 
James  Horan,  Andre  Bormanis 
Features:  Designing  the 
Inspection  Pod  with  John  Eaves, 
Visual  Effects:  ‘Broken  Bow,’ 
Designing  the  Runabout  with 
Rick  Sternbach,  Borg  Maquettes 
with  Todd  Masters,  STAR  TREK 
Props  from  the  Smithsonian 
Exhibit,  On  the  Frontier  with  John 
D.F.  and  Mary  Black 
Ref:  STM034 


Volume  2 
Issue  11 

Briefings: 
Captain  Proton, 
Tuvok,  Freedom 
and  Niagara 
Class,  24th 
Century  Aliens 


Interviews:  Connor  Trinneer, 

John  Fleck,  Phyllis  Strong  and 
Mike  Sussman 

Features:  The  Art  of  Tim  Earls 
for  STAR  TREK:  VOYAGER, 
Storyboards  from  STAR  TREK: 
FIRST  CONTACT,  ‘Canon’  Books  - 
the  books  that  provide  ‘official’ 
STAR  TREK  information,  Will 
Richards’  Artwork,  Unobtainium 
Model  -  the  original  U.S.S. 
Enterprise  NCC-1 701  shooting 
model,  On  the  Frontier 
Ref:  STM035 

Volume  2 
Issue  12 

Briefings: 

Shuttlecraft, 

Data,  Irina’s 
Ship,  24th 
Century  Aliens 
Interviews: 

Jonathan 
Frakes,  Maurice 
Hurley,  Armin 
Shimerman, 

Majel  Barrett, 

Features:  DVD  Box  Sets,  In  the 
Beginning  -  STAR  TREK:  THE  NEXT 
GENERATION’S  birth,  The  Making 
of  ‘Encounter  at  Farpoint,’ 
Imagining  the  Future,  Visual 
Effects,  24th  Century  Props 

Ref:  STM036  &  Ref:  STM36A 


Volume  3 

Issue  1 

Briefings: 

Ares  IV, 

Miles  O’Brien, 

1  The  Lokirrim, 

pBglJF 

|  Starfleet 

J  Equipment 
Interviews: 

Dominic  Keating,  Matt  Winston 
Features:  From  the  Wormhole  - 
how  alien  surfaces  were 
created,  Syd  Mead  on  designing 
V’Ger,  STAR  TREK  props  -  Klingon 
food,  Chief  O’Brien’s  Rank  is 
explained,  Starfleet  Technical 
Database:  Rick  Sternbach  on 
Intrepid  Class  Design  Lineage, 
Image  G,  The  Changing  Face 
of  Gul  Dukat,  ENTERPRISE  Visual 
Effects,  DC  Comics  STAR  TREK: 
THE  NEXT  GENERATION,  Odo’s 
True  Form,  Paint  Your  Own  Borg 
Ref:  STM037 


Volume  ; 

Issue  2 

Briefings: 

Federation 
Vessels,  Mirror 
Universe,  The 
Srivani 
Interviews: 

John 

Billingsley,  Brannon  Braga, 

Diana  Muldaur,  Tracy  Torme, 

Rob  Bowmen 

Features:  STAR  TREK  props  - 
Borg  arms,  STAR  TREK:  THE  NEXT 
GENERATION’S  Second  Season, 
Durinda  Wood  on  Season  Two’s 
costumes,  The  Borg  Attack, 
Production  Design:  Richard 
James  and  Season  Two, 


Designing  the  Klingon  Raptor, 
‘STAR  TREK  Bridge  Commander’  - 
Activision’s  new  computer  game, 
STAR  TREK  Stories:  How  to  Build 
a  Shuttle 
Ref:  STM038 


Volume  3 
3 

Briefings: 

Danube- Class 
Runabouts, 

Delta  Quadrant 
Races,  The 
Nightingale, 

Chakotay 
Interview:  Anthony 
Montgomery 

Features:  A  report  on  Grand  Slam 
2002,  Designing  the  Ti’Mur  with 
Doug  Drexler,  The  Magnificent 
Ferengi,  Hans  Beimler  on  STAR 
TREK:  DEEP  SPACE  NINE,  Picard’s 
Family  Album,  Jim  Mees  on  his 
time  working  on  STAR  TREK, 
Durinda  Wood’s  costumes  for 
STAR  TREK:  THE  NEXT  GENERA¬ 
TION,  STAR  TREK  Props,  STAR 
TREK:  The  Experience 
Ref:  STM039 


Issue 


Volume  3 
Issue  4 

Briefings: 
Admiral 
Janeway’s 
Shuttle, 
Starfleet 
Personnel, 
Son’a  Mission 
Scout  Ship,  Dr.  Crusher 
Interview:  Ethan  Phillips, 
Jonathan  Frakes,  Leonard  John 
Crofoot,  Ira  Steven  Behr 
Features:  Designing  the  U.S.S. 
Enterprise  NCC-1701-C,  THE  NEXT 
GENERATION  Season  Three, 
Vulcans  Acting  lllogically,  Robert 
Blackman  on  costumes  from  the 
third  season  of  TNG,  The  Making 
of  ‘Yesterday’s  Enterprise,’ 

Ref:  STM  040 


Volume  3 
Issue  5 

Briefings: 

Project 
Genesis,  Khan 
Noonien  Singh, 
the  Ba’Neth, 

A  Guide  to 
Sickness 
Interview: 

Walter  Koenig, 

Nicholas 
Meyer,  Paul 
Winfield,  Robert  Sallin 
Features:  STAR  TREK  II:  THE 
WRATH  OF  KHAN  -  The  Director’s 
Edition,  ILM  Visual  Effects,  Ceti 
Eels,  The  Genesis  Demo:  How 
CGI  Changed  the  World,  The 
Early  Scripts,  The  Undiscovered 
Country,  The  Art  Department, 
STAR  TREK  II  Costumes, 

STAR  TREK  Stories:  New 
Members  of  Kirk’s  Crew 
Ref:  STM041  &  Ref:  STM41A 


Volume  3 
Issue  6 

Briefings: 

U.S.S.  Centaur 
NCC-42043, 

U.S.S.  Rhode 
Island  NCC- 
72701,  Stellar 
Phenomena, 

Tsunkatse,  Kai  Winn 
Interviews:  Patrick  Stewart, 
Robert  O’Reilly,  David  Ogden 
Stiers,  Ronald  D.  Moore 
Features:  STAR  TREK  NEMESIS, 
An  historic  year  in  space,  STAR 
TREK:  THE  NEXT  GENERATION 
Season  Four,  Production  Design: 
Locations,  sets,  and  starships, 
From  the  Wormhole  with  Robert 
H.  Justman,  TNG  Season  Four 
Makeup,  STAR  TREK  Stories: 

The  changing  face  of  Spot 
Ref:  STM042 


Briefings: 

U.S.S. 

Excelsior 
NCC-2000, 

The  Qomar, 

The  Bajorans 
Interviews: 

Leonard  Nimoy, 

Harve  Bennett, 

Joe  Menosky 
Features: 

ILM:  Visual 
Effects,  Designing  the  Klingon 
Bird-of-Prey,  TNG  Season  Five 
overview,  Introducing  Ensign  Ro, 
Pitching  to  Michael  Piller. 

Ref:  STM044 


Volume  3 
Issue  8 


Briefings: 

U.S.S. 
Enterprise 
NCC-1 701-D, 
Sulu,  The 
Dinaal,  23rd 
Century  Aliens 
Interviews:  Scott  Bakula, 

Michelle  Nichols,  Brannon  Braga, 
Robert  O’Reilly,  Winrich  Kolbe 
Features:  ENTERPRISE  Visual 
Effects:  Ronald  B.  Moore  and 
Team,  STAR  TREK  in  Las  Vegas, 
STAR  TREK  Makeup,  ENTERPRISE 
Phase  Cannons  and  Grappling 
Hooks,  Starfleet  Technical 
Database  on  Klingon  Weapons 
Ref:  STM043 


To  order  your  back  issues 
of  STAR  TREK: 

The  Magazine 
Make  a  note  of  the 
reference  number  and 
please  call:  1-877-612-7989 
(toll  free)  OR  send  your 
order  to:  STAR  TREK: 
The  Magazine, 

PO  Box  5033,  Westport, 
CT  06881 

OR  order  online  at: 
www.stmagazine.com 


LETTERS  Tp  LETTERS  a  LETTERS 


This  month ,  several  readers 
defend  STAR  TREK’s  decision 
to  go  to  war. 


One  subject  dominated  our 
mailbag  this  month:  Katy 
Sanford's  claim  that  the 
Dominion  War  ruined  STAR 
TREK:  DEEP  SPACE  NINE. 

Complicated  issues 

I  am  A  little  tired  of  reading 
letters  bashing  STAR  TREK: 
DEEP  SPACE  NINE.  Many 
say  that  the  war  with  the 
Dominion  was  too  much  and 
that  Gene  Roddenberry  would 
never  have  approved  of  such 
a  dark  subject.  But  can  we 
really  be  so  sure  of  that? 

In  their  own  way,  the  DS9 
writers  did  what  Gene  did 
with  the  original  series:  they 
confronted  and  dealt  with  the 
problems  of  society  in  their 
time.  The  show's  creators  saw 
issues  out  there  that  only  a 
series  like  DS9  could  handle. 

Would  Roddenberry  have 
approved  of  the  Dominion 
storyline  if  he  was  still  alive? 
Maybe  not.  But  he  was  never 
afraid  to  be  controversial. 

Most  of  us  love  STAR  TREK 
for  what  it  makes  us  do:  think, 
discuss,  argue,  or  contem¬ 
plate.  One  episode  will  deal 
with  a  topic  in  a  way  you 
may  agree  with,  and  the 


next  may  have  you  changing 
the  channel.  That  is  when 
STAR  TREK  can  be  at  its  best. 
Sure,  we  love  the  ships  and 
special  effects,  but  we  stay 
for  the  attitude. 

Matthew  Sprout 
via  e-mail 

Dark  but  necessary 

This  is  in  response  to  Katy 
Sanford's  comments  about 
DEEP  SPACE  NINE'S  sixth 
and  seventh  seasons  being 
the  worst.  I  DISAGREE!  The 
Dominion  War  is  what  we 
needed.  Granted,  it  was 
violent,  and  it  did  show  a 
darker  side  of  STAR  TREK,  but 
it  was  necessary.  In  an  ideal 
world  and/or  Galaxy  it  would 
be  nice  if  we  could  just  'all  get 
along,'  but,  unfortunately,  life 
isn't  all  'sunshine  and  daisies.' 

Gene's  goal  was  to  show 
what  kind  of  future  mankind 
could  have  if  we  all  pulled 
together.  Unfortunately,  there 
are  some  things  that  have  to 
be  done  to  maintain  a  future 
for  mankind,  and  to  protect 
a  certain  way  of  life.  I  have 
been  a  constant  watcher  of 
STAR  TREK  for  at  least  15 
years,  and  I  do  believe  that 
the  writers  have  kept  up  with 
Gene's  ideas  and  beliefs. 

Patrick  Wiesepape 
via  e-mail 

Best  ever 

DEEP  SPACE  NINE  is  possibly 
the  best  STAR  TREK  series 
ever.  It  had  the  most  varied 
characters,  gave  us  a  look  into 
many  different  alien  cultures, 
and  beyond  that  taught  us  a 
lesson  far  more  valuable  and 
realistic  than  Roddenberry 's 
views  of  ultimate  pacifism. 

That  lesson  is  this:  there's 


always  somebody  who 
doesn't  want  peace  and 
cannot  be  reasoned  with  in 
a  peaceful  manner.  It's  good 
to  work  for  peace;  don't 
misunderstand  me.  And  I'd 
love  to  see  a  world  -  or  Galaxy 
-  where  there  was  no  war  or 
conflict.  But  I  don't  think  that's 
terribly  realistic.  And  only  the 
most  hopelessly  naive  of  indi¬ 
viduals,  or  nations,  or  multi¬ 
planetary  organizations,  would 
work  for  peace  without  being 
prepared  to  defend  them¬ 
selves  when  necessary 
against  those  who  would 
destroy  that  peace  and  every¬ 
thing  else  they  have  worked 
for.  That  is  the  lesson  of  DEEP 
SPACE  NINE,  and  it's  one  that 
is  especially  applicable  in  the 
world  today. 

Thomas  Wheeler 
Tucson,  AZ 

We'd  like  to  add  that  the 
issue  of  Gene  Roddenberry's 
pacifism  isn't  as  clear-cut 
as  people  tend  to  believe. 

It's  reasonable  to  argue  that 
Gene's  attitudes  changed 
over  time.  In  the  STAR  TREK 
episode  'Errand  of  Mercy' 
the  Federation  makes  peace 
with  the  Klingons  only 
because  they  are  forced  to 
do  so  by  the  Organians,  and 
in  'A  Private  Little  War'  Kirk 
deliberately  arms  one  side  in 
a  conflict.  However,  it  is  true 
that  by  the  time  he  created 
STAR  TREK:  THE  NEXT 
GENERATION  Gene  placed 
greater  importance  on  paci¬ 
fism  and  non-interference. 

So  it  is  possible  that  the 
Dominion  War  could  be  true 
to  the  original  spirit  of  STAR 
TREK  without  being  as  true 
to  the  spirit  of  TNG. 


Power  confusion 

Your  column  'Klingon 
Personal  Weapons'  was  very 
interesting.  I'd  like  to  know 
more  about  the  Federation 
phaser  gun.  Please  explain  it 
in  the  future. 

But  one  thing  I  can't  under¬ 
stand  is  the  power  of  Klingon 
disruptor  pistols.  On  page  66 
you  mention  that  the  standard 
pistol  can  shoot  with  2.7  x  107 
MJ.  Then  on  page  67  the  fore¬ 
cast  of  Starfleet  Intelligence 
says  the  performance  will  be 
increased  to  15  megajoules. 
Will  the  performance 
decrease? 

Kameyama,  Naoto 
via  e-mail 

We're  glad  you  enjoyed 
Rick  Sternbach's  article  on 
Klingon  weapons.  We  have 
to  admit  that  the  bizarre 
figures  were  simply  due 
to  a  proofreading  error. 

Rick  spotted  the  error 
when  he  read  the  article 
and  sent  us  this  message. 
"The  real  values  for  the 
Klingon  disruptor  should 
have  been  measured  in 
simple  joules,  not  mega¬ 
joules.  So  the  standard 
pistol  should  have  a  charge 
of  2.7  x  10A7  joules,  the  rifle 
7.4  x  10A7  joules,  and  2.9  x 
10A7  joules.  The  Starfleet 
projected  disruptor  power 
could  be  1.5  x  10A8  joules." 
We  hope  that  clears  things 
up  and  that  you  enjoy  this 
issue's  article  on  the 
Stargazer. 

PLEASE  NOTE  WE  CANNOT 
RETURN  ANYTHING  THAT  YOU 
SEND  US,  AND  YOUR  LETTERS 
MAY  BE  EDITED  FOR 
PUBLICATION. 
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QUERIES  to  QUERIES  to  QUERIES  to 


Trelane  was  very  powerful , 
but  was  he  a  member  of  the 
Q  continuum? 


Powerful  beings 

In  the  last  issue  you  talked 
about  a  being  with  Q-like 
powers  in  Kirk's  era.  Was  he 
a  Q?  And  if  so,  does  that 
mean  that  the  first  contact 
with  the  Q  actually  took  place 
during  Kirk's  five-year  mission? 
Is  it  possible  that  he  was  from 
a  related  race? 

Josh  Con  tor 
via  e-mail 

There's  been  a  lot  of 
speculation  about  whether 
Trelane  and  Q  are  related  in 
some  way.  We'd  have  to  say 
that,  because  Trelane  relied 
on  machinery  to  generate 
some  of  his  feats,  he  almost 
certainly  wasn't  a  member 
of  the  Q  Continuum.  His 
parents  also  seemed  rather 
more  responsible  than  any 
of  the  Q.  However,  there  are 
similarities  between  the 
two,  and  it  is  possible  that 
Gene  Roddenberry  had 
Trelane  in  mind  when 
he  created  Q. 


Particle  physics 

It  appears  that  Starfleet 
uses  conflicting  technologies 
on  its  starships;  there  are  the 
Bussard  ramscoops,  which, 
according  to  the  recent 
briefing  on  the  U.S.S. 
Enterprise  NCC-1 701-D, 
are  used  to  harvest  fuel 
from  spatial  particles.  Then 
there  is  the  deflector  array, 
which  is  used  to  deflect 
microscopic  particles  from 
the  ship's  flight  path.  But  how 
can  the  Bussard  ramscoops 
collect  particles  if  the  deflector 
array  is  deflecting  them? 

David  E.  Hibberd 
Spokane,  1 A/A 

You  are  absolutely  right 
to  identify  a  technical 
problem  here,  and  it  is 
something  that  is  discussed 
in  some  detail  in  the  'STAR 
TREK:  THE  NEXT  GENERA¬ 
TION  Technical  Manual.'  If 
you  really  want  to  under¬ 
stand  the  issues  you  should 
look  at  pages  70-71  of  that 
book.  However,  the  simple 
explanation  is  that  the 
deflector  lets  the  appro¬ 
priate  particles  through  tiny 
holes  in  the  deflector  field 
so  that  they  can  be 
collected. 

Different  futures 

During  the  war  with  the 
Dominion,  there  were 
constant  references  to 
protecting  and  defending 
the  Alpha  Quadrant.  And  yet, 
if  one  studies  the  maps,  Earth 
and  the  Federation  straddle 
the  Alpha  and  Beta  Quadrants, 
and  the  Klingon  and  Romulan 
Empires  are  mostly  in  the  Beta 
Quadrant. 

I  realize  that  it  would  have 


been  awkward  to  constantly 
say,  "We  must  defend  the 
Alpha  and  Beta  Quadrants 
from  the  Dominion,"  but 
I  am  a  little  surprised  that 
there  were  no  references 
to  the  Beta  Quadrant's 
involvement  in  the  war, 
even  by  those  whose  areas 
of  space  were  predominantly 
in  that  quadrant. 

Thomas  Wheeler 
via  e-mail 

The  Klingon  and  Romulan 
Empires  are  indeed  in  the 
Beta  Quadrant  (at  least 
predominantly),  so  you 
are  right  to  point  out  this 
anomaly.  As  you  suspect, 
the  main  reason  the  charac¬ 
ters  only  mentioned  the 
Alpha  Quadrant  was  that 
the  writers  didn't  want  to 
get  caught  up  in  unwieldy 
explanations  of  exactly 
what  the  quadrants  were, 
or  whose  territory  was 
where.  It  is  also  possible 
to  argue  that,  since  the 
Dominion  forces  were 
almost  all  located  in  the 
Alpha  Quadrant,  the  priority 
was  to  defend  that  part 
of  space  first.  After  all, 
the  Dominion  would  have 
had  to  go  through  the 
Alpha  Quadrant  to  get 
to  the  Beta  Quadrant,  so 
the  references  to  the  Alpha 


Quadrant  were  like  refer¬ 
ences  to  the  'Western 
Front.' 

Mysterious  doors 

On  the  bridge  of  the  U.S.S. 
Enterprise  NCC  1 701-D 
there  is  a  door  that  is  not 
easily  seen,  diagonally 
opposite  the  entrance  to 
the  conference  room.  I  don't 
believe  whatever  is  behind  it 
was  ever  shown  or  explained. 
Also,  inside  the  conference 
room  there  is  a  door  that  crew 
members  exit  if  they  are  not 
going  to  the  bridge;  where 
does  that  lead  to? 

via  e-mail 

According  to  Andrew 
Probert,  the  man  who 
designed  the  bridge  of  the 
Enterprise-D,  that  door 
opposite  the  observation 
lounge  leads  to  one  of  the 
most  important  facilities  on 
the  ship  -  the  restrooms, 
which  explains  why  we 
never  saw  anyone  go 
through  it. 

As  we  revealed  in  the 
briefing  on  the  Enterprise-D 
in  volume  1,  issue  10,  the 
second  exit  from  the 
observation  lounge  leads 
directly  to  the  turbolift,  so 
personnel  can  reach  the 
lounge  without  having  to 
cross  the  bridge. 
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STAR  TREK  Stories 


perfect  toast  for  the  newlywe 


Labels  for  Chateau  Picard 


If  you  watch  STAR  TREK  NEMESIS  very  carefully,  you’ll  discover 
that  Captain  Picard  has  given  the  happy  couple  a  very  personal  wedding  gift. 


At  the  wedding  of  Commander  William 
Riker  and  Counselor  Deanna  Troi,  the 
guests  are  served  nothing  but  the  best, 
including  several  bottles  of  1 00-year-old 
wine  from  the  Picard  family  vinyard  in 
Labarre,  France. 


Vintage  wine 

A  2267  wine  is  probably  pretty  rare 
in  the  24th  century,  but  it’s  even 
harder  to  come  by  in  the  year  2002. 

The  task  of  creating  a  suitable 
wine  label  was  given  to  Monica 
Fedrick  in  the  STAR  TREK  NEMESIS 
art  department.  She  recalls  going 
through  at  least  seven  different  designs 
before  the  final  label  was  chosen.  One 
of  the  reasons  there  were  so  many 
different  versions  was  that,  when 
Monica  started  work,  she  assumed 
that  director  Stuart  Baird  and 
producer  Rick  Berman  would  want 
a  label  that  had  a  futuristic  feel  to  it. 
However,  the  label  they  chose  was  a 
simple,  classic  design  that  might  even 
be  considered  ‘old  fashioned’  today; 


Chateau  Picard 


Labarre 

COH’ 


this  was  in  keeping  with  everything  that 
had  been  established  in  ‘Family,’  when  we 
saw  that  the  Picard  family  home  was  very 
traditional. 

Vintage  wine 

The  label  establishes  that  the  wine  is 
a  Chateau  Picard,  Grand  Cru  classi  en 
2267,  and  was  bottled  in  Labarre;  it 
had  previously  been  established  that 
the  Picard  family  produces  a  red 
Bordeaux  wine.  The  label  does  reveal 
one  futuristic  thing  about  the  wine  - 
the  Federation  has  obviously  developed 
some  sophisticated  preservation 
methods,  since  today  a  1 00-year-old 
wine  would  be  well  past  its  best. 

Once  all  the  approvals  had  been 
given,  the  labels  were  printed  in  the 
sign  shop  at  Paramount.  Then  they 
had  to  be  applied  to  the  bottles;  this 
was  the  job  of  prop  master  Jerry  Moss, 
whose  team  had  to  soak  the  existing 
labels  off  of  about  50  bottles  of  wine 
so  that  the  Chateau  Picard  family 
name  could  be  applied, 


Thanks  to  the  efforts  of  the  art  depart¬ 
ment,  the  guests  will  be  able  to  toast  the 
newlyweds  with  bottles  of  wine  that  are 
clearly  labeled  as  Chateau  Picard. 
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★  Star  interviews  with  Patrick  Stewart,  Brent  Spiner,  and 
Tom  Hardy  ★  Stuart  Baird  on  directing  the  movie  ★  Concept 
Art  ★  Visual  Effects  ★  Makeup  ★Costumes  ★  and  much  more! 
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